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What, no disk? 
Ask the newsagent! 
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What, no disk? 
Ask the newsagent! 


In our Bill's Tomato Game compo! 

REVIEWS Lethal Weapon, Legends of Valour, Nigel 
Mansell, Campaign, McDonalds Land, BC Kid, Bill's Tomato 
Game, Rampart, No Second Prize and many more! 

TIPPED Zool, Wizkid, Putty, Eye of the Beholder 2! 

PLUS Richard Joseph speaks! Gamesmaster Live preview! 
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Indiana Jones is a registered trademark of Lueasfilm Limited. LucasArts Games is a trademark of LucasArts Entertainment Company. Indiana Jones and the Fate of Atlantis 
f r *(p> 1992 LucasArts Entertainment Company. All rights reserved. 
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SPELLJAMMER • PROPHECY OF THE SHADOW • THE SUMMONING • DARK SUN • EYE OF THE BEHOLDER • LEGEND OF 
DARKMOON (EYE OF THE BEHOLDER II) • DRAGONS OF FLAME • HEROES OF THE LANCE TEL: 0839 654 139 
OPERATION STEALTH • ANOTHER WORLD • FLASHBACK • CRUISE FOR A CORPSE TEL: 0839 654 284 LUCASFILM 
HELPLINE • LECHUCK'S REVENGE (MONKEY ISLAND 2) • INDIANA JONES (LAST CRUSADE & FATE OF ATLANTIS) • LOOM • 


ONLY ONE MAN 
CAN HANDLE THIS MUCH 
ACTION AND ADVENTURE 
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The enemies prepare to blast the civilised world to Kingdom come 


as they race to retrieve the secret explosive buried in the 


Lost City of Atlantis. 


\ Only one man stands in their way. The man with the hat. 


In Lucasfilm's biggest computer blockbuster yet, 


Indy battles tooth and nail to save the world in 


his race to reach the mystical Lost City. 


Point V click your way through 


bruising fist fights ... soar over deserts 


plunge under oceans ... and explore 200 + lavish locations, 


Shoot the action from 4 different angles ... amaze your senses 


with the cinematic sound system ... and ’play and replay f with 


3 challenging paths to saving the world from Hitler's fury 


U.S. Gold and Lucasfilm Games present two thrilling versions of 


this feature game to test your nerve and brainpower 


INDY IV GRAPHIC ADVENTURE and INDY IV ACTION 


sufamjvis. 
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The ACTION game dishes out all the excitement you can handle in 
a breathless race against evil. The GRAPHIC ADVENTURE Game 
tests your grey matter with some of the toughest puzzles yet. 




Individually, they're the hottest property this side of Atlantis. 


Together, they're the ultimate Indy experience. 


INDY ACTION AVAILABLE ON: Amiga, PC & 
Compatibles, Atari ST, Amstrad (128k only) and 
C64 Cassette & Disk and Spectrum cassette. 
INDY ADVENTURE AVAILABLE ON: 
Amiga, PC & Compatibles. 


Screen shots are only intended to be 
illustrative of the gameplay and not the 
screen graphics which vary considerably 
between different formats in quality and 
appearance and are subject to the 
computers specification. 


Used under authorisation by U.S.Gold Limited, Units 2/3, Holford Way, Holford, Birmingham, B6 7AX, Tel: 021-625 3366. All other trademarks are acknowledged as the property of their respective owners. 


ZAK MCKRACKEN ♦ MANIAC MANSION • SECRET OF MONKEY ISLAND • BATTLE Of BRITAIN TEL: 0839 654 123 
INFORMATION LINE: 0839 654 124 • LEGENDS OF VALOUR TEL: 0839 993 366 • ACCESS HELPLINE: 
AMAZON TEL: 0839 654 394 • SIR TECH HELPLINE: CRUSADERS OF THE DARK SAVANT TEL: 0839 994 477 


Lucasfilm Games 




















































1 / Now it can be told. Fresh from the suc- 
W cess of Assassin (and just about every 
* other game they've released), Team 17 
reveals the true story behind its upcoming 
amphibian antihero, the red-caped Superfrog! 


DISKS 


This month we're proud to pre¬ 
sent what we believe to be the 
finest pair of disks ever to grace 
a computer magazine. Suck 'em 
and see... 
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44 A1200 - THE 
DREAJIA MACHINE 

Last month Commodore finally 
unveiled the next stage in the Ami¬ 
ga's evolution, and The One was 
there to find out all about it. 

49 REVIEWS 

A massive sixteen games covered 
this month, including US Gold's 
storming Legends of Valour and 
Virgin's Reach for the Skies. 


15 NEWS 

What a month! Sensible Soccer 
VI.1 rears its not-unattractive 
head and those Lemmings 
creatures return for more mayhem. 

21 LETTERS 

Blah, blah, blah, blah, blah, blah, 
blah, blah, blah, blah, blah, blah, 
blah, blah (continued on page 21). 

25 IT'S ALIVE! 

This December's Gamesmaster Live 
Show previewed. And doesn't it 
look just great! 

28 WORK IN 
PROGRESS 

We've really got it sorted this 
month on the WIPs front. For 
starters there's an exclusive look at 
Interplay's Star Trek game, then 
Team 17's Superfrog gets a once 
over and finally Ocean's WWF 
European Rampage gets the in- 
depth treatment. 


38 CO/WPO! (1) 

Design a joystick and win yourself 
a Cheetah Character!'Stick! 

41 THE ONE ON ONE 

Richard Joseph, who composed the 
tunes and jingles in many of 
today's Amiga hits, is the man in 
the big black hot seat. 













































Yes, your chance to win one of these new won¬ 
der Amigas in our great Bill's Tomato Game 
compo. By the way, don't forget the in-depth fea¬ 
ture on the machine on page 44! 


86 CHEAPOS! 


96 SUBSCRIBE! 


Our Budget and Bundles section is 
bigger than ever this month. How 
else could we cope with the tide of 
games that's come in? 


We know you'll love this issue so 
why not get The One sent to your 

house every month for a year? 


94 COMPO! (2) 

Count your tomatoes before 
they're hatched (or something) and 
win an Amiga 1200! 


99 KILL ZONE 

The usual definitive guides to all 
the hottest games. 



W.W.F. EUROPEAN 
RAMPAGE_36 


With WWF European Rampage the only 
game likely to stand a shadow of a 
chance against the mighty Street Fighter 
2 this Xmas, we decided the time was 
right to do a full Work In Progress on it 
which, you'll be pleased to hear, 
conforms to all EEC regulations. 


113 PD ZONE 

Games!? For free!?!? No, you're not 
dreaming - it's called PD... 


116 DIARY OF A 
GAME 

The saga goes on and on and on... 


121 PREVIEWS 

Christmas may be soon upon us, 
but what's out after then? 


126 RECOMMENDED 

The Games Index is dead! Long live 
the Recommendeds! We think 
you'll like the change... 


STAR TREK..33 


Interplay's PC classic is coming to 
the Amiga - and that's official. 
And guess who's got the EXCLU¬ 
SIVE first look at it? Yup, you 
guessed it, so turn to page 33. 
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Hi 




We've spent a year, ensuring that both "Desert Strike™" 
and "Road Rash™" come to you with all the enhanced 
graphics and sound quality that you've rightly come to expect 
from your Amiga. 

The Middle East's looniest dictator is about to nuke 
anyone who stands in the way of his mad ambitions. 

A desperate US President turns to you to undertake a 
covert mission piloting a heavily armed Apache helicopter. 
m From a 3 /4 top-down perspective, you'll be taking off on 27 
different missions including; rescuing MIA's, defending 
oilfields and taking out SCUD missile launchers. 
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All a million miles from the uncontrolled mayhem of 
"Road Rash", a scorchingly fast biker race across America 
with no holds barred. 

Punch, kick and club your way to the prize-money and 
upgrade your bike to an ever more frighteningly fast 
machine, like the terrifying Diablo 1000. 

The other competitors are not the only danger as you 


Available on Amiga 
and Sega™ Mega Drive™. 

Sega and MegaDrive are Trademarks of Sega Enterprises Ltd. 


speed along five of America's most lethal highways. Hard- 
nosed cops, oncoming traffic, oil-slicks, even wandering 
cattle and deer. 

Whether you yearn for the undying gratitude of the 
entire Western World or the grudging respect of Helldog 
the club wielding gypsy biker, these two fun-packed hits 
are at last yours. 



Electronic Arts, 90 Heron Drive, Langley, Berks SL3 8XP Tel: 0753 549442 Fax: 0753 546672. 




















Brothers 


TIME FOR CHAOS 


Atari ST (STE Enhanced), 1 Meg Amiga & PC • 1 

Cl, Metropolitan Wharf, Wapping Walj, London El 9SS. © 1992 The Bitmap Brothers 

Te I: 07 1481 9214 • Fax: 071 480 5690 
















































C O V ERDISKS 

This month's disks contain the best collection of demos you have ever seen. There's 
something for everyone here r from the fight of the century to amazing motorbike racing 
- how can you fail to be impressed? You can't, that's how. There's just one thing to 
remember when playing all these top-notch demos - we had enough trouble fitting them 
on two disks so imagine what you'd have got if we only had one. Food for thought, 
methinks. Once again Simon Byron is your host. 


SENSIBLE SOCCER VI .1 
1992-1993 SEASON 
NO SECOND CHANCE 
CREATURES 


STREET FIGHTER 2 

McDonalds land 


STREET FIGHTER 2 

old 

Y ou may not be able to play this demo but we decided that 
because there's so much interest out there on J the streets', we'd 
give you the opportunity to see first hand how the hardest 
game ever is looking on the Amiga. Sit back, put your feet up, sup a 
cuppa and watch Ken and Ryu argue about who gets to play The One's 
demo disks first. Unfortunately there's no sound in this demo but rest 
assured that the finished version will be full up with beefy sound 
effects. 
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ERDISKS 



McDonalds land 

Virgin Games 

I f you're sick and tired of your console-owning friends trying to ram Mario 
down your throats, give them this Big Mac to chew on. There's the whole 
of the first world for you to try in this EXCLUSIVE demo. 

IS McDONALDS' COLA OKAY? 

Once the demo has loaded you'll need to move the player sprite off to the 
left of the screen to start the one-player game (the two-player option is only 
available in the full game). If you wish you can swap between the charac¬ 
ters of Mick and Mac by bashing your head on one of the suspended red 
blocks. 

Once you've left this screen, and after a brief animation, you'll find your¬ 
self on the level-select screen. You'll need to reach the end of certain lev¬ 
els before the demo will allow you to progress on to the latter levels (Le. 
you need to complete Level One before you can try either Two or Three) 
but you do not necessarily need to find the pass to exit - just reach the fin¬ 
ishing line and you'll return to the level-select screen. 
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I Renegade 

ed by the number over his 
head) and a quick tap on FIRE 
will pass the ball to the nearest 
colleague. Holding down FIRE 
for slightly longer will make 
the player shoot and you can 
apply after-touch by moving 
the joystick in another direc¬ 
tion just after the fire button 
has been released. You can 
curve or lob the ball with just a 
simple joystick manoeuvre but 
there's far too many varying 
shots that can be performed to 
describe in detail here so it's 
probably best to experiment 
during play. 

You can call up a replay at 
any stage by pressing the R key 
and you can leave the replay by 
pressing FIRE. When a goal is 
scored, a replay will show the 
goal being scored again in slow 
motion and you'll need to sit 
through the intro screen for a 
few seconds before you can 
jump back into the game. 


Y ou've been screaming for 
it, so we'll give it to you. 
Here's the opportunity to 
try for yourselves the spectacu¬ 
lar upgraded version of the 
most popular game of the year. 
Red cards, yellow cards, new 
teams... The list goes on but 
the most significant improve¬ 
ments are the introduction of 
the Supagoalies and the back- 
pass rule. Now, if you attempt 
to knock the ball back to your 
keeper, you'll actually be 
placed in control of the goalie 
allowing you to either clear the 
ball with a rather large hoof or 
dribble it into the opposition's 
half! 

After the blurb describing 
the game's newer features, 
you'll be able to select either a 
one-player or two-player game 


and you're both rubbish then 
the potential is there for an 
extremely long slog. 


between Sheffield Wednesday 
and Lazio. Unfortunately you 
cannot choose which of the 
two teams you want to play so 
in the one-pleyer game you'll 
play as Sheffield Wednesday. 
There's no set time limit on the 
game - it will only end when a 
goal is scored by either player 
so if you're playing a friend 


CONTROLLING THE 
GEEZERS 

The joystick will move the 
player nearest the ball or in 
possession of the ball (indicat* 


to do it. Contact with the various meanies will deplete 
your lives so avoid them if possible and, remember, 
you must save Chip before the chainsaw is slowly 
pressed into his twitching stomach. Remember, Chit's 


S queezed in at the very Jast minute comes this 
one-level interlude from the forthcoming Thala¬ 
mus release. These screens pop up now and 
again during the main game and require a keen brain 
if you're to save one of the fluffy little Creatures from 
being tortured to death. 

In our demo, you must save Chip from the chain¬ 
saw death that he's about to be introduced to. The 
only abilities that our furry friend possesses to stop 
the ritual is being able to fire little flame blobs (by 
tapping FIRE) or emit a huge flameball (by holding 
down FIRE for a few seconds and then releasing it). 
You control the creature in the standard way by mov¬ 
ing the joystick in the direction you want him to trav¬ 
el. 

You must work out what to do and in what order 
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Once actually in the game proper you'll find that 
LEFT and RIGHT will move you in those directions, 

UP will make you jump and DOWN will make you 
crouch. Pressing FIRE when standing next to a yel¬ 
low block will allow you to pick it up. The block can 
then be used to knock out the cutesy critters roatn- 
ing around; throw the block in the direction you're 
facing by pressing FIRE again. Blocks with red gems 
in them can be used to fill in the invisible platforms; 
just pass over the platform whilst holding the spe¬ 
cial block. If you find a boat, just walk onto it to set 
sail; LEFT and RIGHT will move the vessel whilst UP 
will make you jump out. 

Your task is to find at least four of Ronald's pass¬ 
es (they look like red blocks embossed with a yfellow McDonalds 'M') and return them to the Club¬ 
house. If you manage to do it the demo will end and you'll be able play it all again. Why not try for the 
full six? 

One final point - if you eventually want to reset your computer (which you probably will) you'll find 
that the demo will remain in the system and you'll need to physically switch of the machine for a few 
seconds before everything is restored to normal. 




Thalion 

clad bike-rider you want to play so have 
a quick butchers at all the participants 
and their various attributes as these dif¬ 
ferent abilities affect how well you take 
corners and the like. Select your player 
by clicking on their face and then the 
CHOOSE button and you'll be faced 
with yet more menus. Pick one of the 
five available tracks (track four is the best 
to start on as it only has a few tight cor¬ 
ners) by clicking on the course and again 
on the CHOOSE button. If you wish to 
see more info on the track before final¬ 
ly selecting, then click on INFO before 
clicking the CHOOSE button. 

Choose the number of computer 
controlled racers, the sensitivity of the 
mouse (two or three is the best setting 
for beginners), whether you want man¬ 
ual or automatic gears (manual for 
novices) and then prepare to race. After 
a brief loading period you'll find yourself 
straddling a bike on the starting grid, 
and after the verbal countdown you'll 
be off... 


I know it's crap but I couldn't resist it - 
sorry). The game is MOUSE controlled 
only which means that whilst it may take 
a few goes to get used to, after a few 
laps you'll be taking corners with ease. 
If you've selected automatic gears then 
the left SHIFT & ALT keys will be of no 
use to you as they change the gears up 
and down. 

To see a replay of the last few min¬ 
utes play, press the keys 1, 2, 3 or 4 
which pop up different views. You can 
then control the playback modes using 
the arrow keys. RIGHT and LEFT are fast 
forward and rewind respectively whilst 
arrow UP and DOWN are to play and 
pause. To return to the game, press 
SPACE. P pauses and Q re-centres the 
bike on the track (stationary and in first 
gear, unfortunately). 

There you go, told you it was easy 
didn't I? After the race you'll see all the 
statistics or if you crash you'll see an 
accelerated time depiction of the final 
laps which can be exited by pressing 
ESCAPE and then Y when prompted. 
When you finish you'll be placed back at 
the main title screen from where it is 
possible to do it all over again. 


K nowing you lot as we do, you 
probably haven't read the glow¬ 
ing review of No Second Prize by 
Mr Whitta in this very issue yet. I sug¬ 
gest you pop over to the reviews section 
and have a quick gander at what the 
game's about. 

Ah, you're back, are you? Looks pret¬ 
ty excellent, doesn't it? You would not 
believe the amazing, wholesome and 
really rather fruity (Get on with it, would 
you - Ed.) demo we've managed to put 
together for you this month (we're still 
trying to get over the shock of how 
excellent we are). Basically, what you've 
got is most of the training option which 
lets you race five laps around any of the 
five tracks on offer against either no 
opponents, one opponent or all five 
other racers in the smoothest bike sim¬ 
ulation yet seen on the Amiga. I bet 
you're all dying to find out how to go 
about it, aren't you? Oh come on then. 


HOW TO GO ABOUT IT 

As soon as the demo has loaded, what¬ 
ever you do, DON'T PRESS THE MOUSE 
BUTTON because there's a fantastic 
intro sequence with rather groovy gui¬ 
tar-type music. The demo will launch 
into a kind of rolling demo which will 
give you the opportunity to view the 
nifty 3D routines that you're about to be 
playing. When you've finished listening 
and viewing, tap the mouse button and 
the main game will load. 

When you are presented with the 
main menu, select Training by clicking 
on it with the left mouse button. You'll 
then be asked to select which leather- 


RDISKS 


LOADING 
YOUR DISKS 

(1) Whatever you do f don't 
try to insert both disks 
together. You may be 
eager and want to play all 
the demos at the same 
time but you can't so just 
pick one disk and put that 
in the drive slot on your 
Amiga. 

(2) Turn on your Amiga. 

(3) A menu will appear 
from which selection 
should be made by 
pressing the appropriate 
function key . 

(4) There's usually a witty 
comment here about what 
you should do when you've 
finished playing the disks 
but due to the extremely 
high quality factor of both 
our magnetic media there'll 
be no finish, you'll be 
playing until Judgement 
Day. 



DANIN AND 
BLAST AND 
DANIN AGAIN 

Oh, faulty disk, eh? Please accept 
our humblest of apologies but 
due to the amount of disks we 
duplicate there's bound to be at 
least one duff one and you were 
unfortunate enough to pick it. 
Never mind, though, because help 
is at hand. Just pop it in an enve¬ 
lope with a SAE to the value of 
28p and send it to: 

The One Coverdisk Returns, 

PC Wise, 

Dowlais Top Business Park, 
Dowlais, 

Merthyr Tydfil, 

Mid Glamorgan CF48 2YY. 
and within a few days a working 
copy will be winging its way your- 
house-wards. If you think you 
have a problem which you think 
can be solved over the dog and 
bone, you can call the chaps at PC 
Wise on their Helpline: (0685) 
350505 between 10.30 am and 
12.30 pm on weekdays. 


THE SMALL PRINT 

1. Whilst we here at The One make every effort to 
check the coverdisks for all known viruses, we can 
accept no responsibility for damage caused by 
viruses which may have escaped our attention. 

2. The One and its retailers are not liable for any 
unnotified changes to the contents of the 
coverdisks which may occur. 
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BART, ARNOLD & HULKSTER IN ONE GIANT COMPILATION 



ALL REACHING NUMBER ONE THROUGHOUT THE YEAR 
















































































"A hit, pure and 
simple. 
Excellent 
opening 
animation. 
Once you've 
played it you'll 
be hooked." 



X-Rfty SPECS 
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ACCLAIM® AND BART VS. THE SPACE MUTANTS " ARE TRADEMARKS OF 
ACCLAIM ENTERTAINMENT, INC. THE SIMPSONS " TM& ' 1991 
TWENTIETH CENTURY FOXfILM CORPORATION. ALL RIGHTS RESERVED. 


TERMINATOR™ 

2 



“You'll keep coming 
back, just like the 
Terminator itself. 


Get hold of this one, it's 
almost as mean as 
Arnie!" 

COMMODORE Magazine 
94% 

“Variety is definitely the 
winning ingredient with 
Terminator2." 
COMMODORE FORMAT 



UN® IS A REGISTERED TRADEMARK OF UN LTD. 
©1991 CAROLCO INTERNATIONAL 
N.V. ALL RIGHTS RESERVED. 


WWF* 

WRESTLEMANIA* 



wrestling games fail WWF 
succeeds. 

WWF is more realistic than 
the real thing and that's 
official. 

Brilliant presentation, 
convincing and colourful 
graphics throughout, 
spot on control method 
makes everything feel 
perfectly natural - a must 
for all WWF fans." 



‘TRADEMARK OF TITANSPORTS, INC. © 1991 ALL RIGHTS RESERVED. ALL DISTINCTIVE CHARACTER NAMES, 
LIKENESSES AND LOGOS ARE TRADEMARKS OF TITANSPORTS, INC. © 1991 ALL RIGHTS RESERVED. 
“HULK HOGAN, HULKAMANIA AND HULKSTER ARE TRADEMARKS OF MARVEL ENTERTAINMENT GROUP, INC, 
LICENSED EXCLUSIVELY TO TITANSPORTS, INC. © 1991 ALL RIGHTS RESERVED. 




OCEAN SOFTWARE LIMITED ■ 2 CASTLE STREET • CASTLEFIELD ■ MANCHESTER ■ M3 4LZ 
TELEPHONE: 061 832 6633 • FAX: 061 834 0650 

































SOFTWARE LTD 


"Undoubtedly a very polished, 
sophisticated and enjoyable 
role player and a big one too" 
88% The One 


\Jn the three planets of the Magna 
6 system you have set up a modest 
research facility. Nothing too 
extreme. Just a few personnel, a 
Galaxy-class space station and the 
most powerful weapons 
development facility the Universe 
has ever known. 

But now you have a problem. The 
regular dally contact schedule on the 
sub-space station network with 
Magna 6 has gone a bit quiet. Well, 
silent actually. In fact, you have had 
ho word from the facility in 2 
months. 

You need to send trusted yet 
expendable men In to get answers 
and carry out a discreet, efficient 
operation. 

Pick your four jnan team and "Deep 
Sleep", the cryogenic computer will 
keep them In suspended animation 
until they arrive at Magna 6, an 
interstellar journey of almost 17 
months. And then wait for their 
report. But what possible 
explanation could there be for 
trouble on Magna 6 
power In the 


Amiga 1 Meg only £25.99 
Atari ST 1 Meg only £25.99 
IBM PC & Compatibles £34.99 
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LEMMINGS 2! 


T hey're back, they're bad 
and they're totally bonkers! 
Those lovable Lemmings 
are back at long last in the 
eagerly-awaited sequel - a 
game which should come as a sur¬ 
prise for those who were expecting, 
if we may borrow a phrase from the 
Pythons, Something Completely Dif¬ 
ferent. 

In Lemmings 2: The Tribes (to give 
the game its full title), the aim of the 
game is much the same as the orig¬ 
inal - save the hapless mammals 
from extinction by guiding them 
through a series of increasingly-per- 
ilous levels towards the exit. To look 
at, the game doesn't look wildly dif¬ 
ferent - obviously the rumours about 
bigger Lemmings and other such 
radical changes were porkies - but 
the gameplay has been spiced up 
somewhat, with the major differ¬ 
ences revolving around a pivotal 
change in the game's overall objec¬ 
tive. 

The story behind Lemmings 2 
goes that the Lemmings have been 
split up into twelve separate tribes, 
each with their own set of abilities 
and each with their own set of lands 
to traverse. The object is to get each 
tribe through their landscapes to 
collect a piece of a magic amulet 
and then meet up with all the other 
tribes at the top of the world's cen¬ 
tral mountain. 

The twelve themed tribes include 
a circus tribe, arctic tribe and, of 
course, space-age tribe, and the 
player can switch back and forth 
between them at will, which should 
make for a less linear game struc¬ 


ture. There are plenty of new Lem¬ 
ming abilities, so now they can float 
along on balloons, ski, fire arrows, 
jump, drop bombs and even play 
the guitar! They can also fall any dis¬ 
tance without getting squished, 
which should mean less nightmare 
"Oh no, they're all getting killed" 
scenarios. 

Featuring over 100 levels split 
over the 12 lands. Lemmings 2 has 
once again been produced by 
Dundee-based coders DMA Design, 
who also have Walker and Hired 
Guns in the pipeline for next year. 
It's due for release on the 24th 
November (which should mean any 
day now by the time you read this), 
with a full review in the next issue of 
The One. Hurry hurry hurry! 
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THE BEST JUST 
GOT BEnER! 


I t certainly did. Since we first 
announced that Renegade 
would be releasing a new and 
improved version of Sensible 
Soccer, our phone hasn't 
stopped ringing - well, it did after 
we took it off the hook. Suffice to 
say interest in the new VI .1 has been 
HUGE, which is why we're pleased 
to finally bring you proper details of 
the thing now that the game has at 
last arrived in the office. 

Of course, thanks to our utter 
brilliance, you'll actually be able to 
get a playable demonstration of 
some the new version's features 
thanks to our supremely excellent 
coverdisk this month. But the full 
version is a lot more impressive than 
even our demo can let on! We've 
decided not to give the product a 
full review because it's a bit of an 


odd one, but we had to find an 
excuse to give it a thorough playtest 
somehow, so we thought we'd 
bung it in the news and offer our 
opinion on all the new features... 

NEW GOALKEEPERS 
These actually do make all the dif¬ 
ference, we feel. In the original ver¬ 
sion the keepers were pretty inept, 
letting in some very easy shots and 
taking ages to recover from diving 
saves, thus leaving the goal 
exposed. Some radical recoding now 
has the keepers not only recovering 
more quickly, but also catching the 
ball properly, jumping to pluck it out 
of the air, punching it away and, 
when it's just too hard to catch, tip¬ 
ping it either over the bar or away 
to the side, rather than straight back 
out into the penalty area where 
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another striker can have a shot. 

However, they've developed 
some new faults too - they seem 
strangely susceptible to straight 
shots aimed near the posts. But at 
the end of the day, they're a massive 
improvement and make for a much 
more entertaining game. 

RED AND YELLOW CARDS 
These are fun - although in our 
demo it's difficult to see the full 
effect of them because you're only 
allowed to score one goal before the 
game ends. The strictness of the ref¬ 
eree differs from game to game, but 
all the refs will severely punish obvi¬ 
ously cynical professional fouls. 
Chopping down a player from 
behind as he races towards the goal 
for a shot, for example, would earn 
an immediate red card. It certainly 
put a stop to some of The One's 
hatchet-men players, who in the 
average five-minute game, soon 
found themselves reduced to eight 
men and completely unable to 
defend their own goal! This new 
addition is a good leveller, and cer¬ 
tainly encourages you to think twice 
before going in studs first. 

THE BACKPASS RULE 
You generally tend not to see this in 
action too often, because you don't 
pass back to the keeper as often as 
you do in real football. But it does 
happen occasionally, and it's fun 
sometimes to control the keeper, 
running him right down the field 
with the ball - although there are 
obvious risks attached. You need to 
keep your wits about you, howev¬ 
er, as accidental passes back to the 
keeper will switch player control to 
the goalie, and you can run the ball 
into your own net by mistake. 

NEW SEASON'S TEAMS 
Well, this is just one for the enthu¬ 
siasts, really. Tottenham and Arse¬ 
nal, amongst others, have been 
removed to make way for the new 
teams, like Lazio and Grasshoppers 
Zurich. In the national league, the 
CIS has been replaced by indepen¬ 
dent teams from Russia and the 
baltic states - Slovenia, Latvia, Esto¬ 
nia, Croatia and the Ukraine. All new 
transfers have been taken into 
account (there's no Gary Lineker in 
the England squad, and Des Walker 
now plays for Sampdoria for exam- 


STRIP 


...Top American publisher and 
developer Interplay has just set 
up its first UK office in London, 
with the result that the compa¬ 
ny will be publishing its own 
Amiga products (ie not through 
Electronic Arts) as of January 
next year. The first three prod¬ 
ucts to arrive will be Star Trek: 
The 25th Anniversary (see page 
33), Castles II: Siege and Con¬ 
quest and Buzz Aldrin's Race 
into Space... 

...Word reaches us that Team 17 
top brass, having just returned 
from Sweden to oversee pro¬ 
duction on Superfrog (see page 
28), may have snapped up a 
new development team while 
they were out there. Negotia¬ 
tions are underway and we 
have a good idea of who the 
mystery proggers are, but it 
might be a bit dodgy to let on 
at the moment. Suffice to say 
that they've already written 
two very good Amiga games... 

...Staying with Team 17, we 
also hear that there's now the 
distinct possibility of a sequel 
to Project-X in the pipeline. It's 
not been officially decided yet, 
and it'd be a long way off even 
if it was, but an undisclosed 
Team 17 source is quoted as 
saying that it "will close the 
book once and for all." More 
news if and when... 


pie), and there's a new batch of 
comedy custom teams, including 
Chinese Food, In a Pencil Case, a 
Gamesmaster team and the 1966 
World Cup Final squads from Eng¬ 
land and Germany. 

WORLD CUP QUALIFYING GROUPS 
A new addition to the Sensible Cup, 
League of Nations and other tour¬ 
naments, you can now play through 
any of the six groups in the current 
World Cup qualifiers. Will England 
make it through to Florida in 1994? 
Here's your chance to find out. 

CLASSIER COMPUTER OPPONENTS 
Well, so they say - we can't say we 
noticed much difference in the qual¬ 
ity of game the computer gives you, 
but then we only ever play it in two- 
player mode, so what do we know? 
THE VERDICT 

A big thumbs-up from us here at 
The One - you only have to look at 
how often the games room is 
packed full of the magazine staff to 
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...Not too long ago, a little bird 
told us that a certain major 
software house was on the 
virge of signing Lennox Lewis' 
name to a forthcoming game. 
The plans have since fallen by 
the wayside, but now that our' 
Lennox is one step closer to the 
World Heavyeight crown, might 
we see a resurgence of enthusi¬ 
asm to sign up the Brit Battler? 
All signs point to yes... 

...The latest Stop Press info 
leads us to believe that the 
potentially blockbusting Amiga 
version of Desert Strike is 
unlikely to make it into the 
shops before Christmas. Jan¬ 
uary, or maybe even February, 
is starting to look like a more 
realistic date... 

...Amiga-owning adventure 
fans can breathe a sigh of relief 
now that both Lucasfilm and 
Sierra have recently announced 
that they'll continue to produce 
games for the Amiga well into 
next year. Sierra is even going 
to the lengths of setting up a 
UK-based development to han¬ 
dle their future Amiga conver¬ 
sions. Previously, the future of 
any more Amiga products from 
both companies looked in 
doubt, but now it looks like 
there's plenty more Entertain¬ 
ment USA to come beyond next 
month's Indiana Jones and the 


Fate of Atlantis... 

...Confirmation of two new 
licences just signed up by 
Ocean. The first is the Steven 
Spielberg dinosaur movie Juras¬ 
sic Park, which has just finished 
filming and is due out next 
Summer. The second is the 
ultra-violent DC comics charac¬ 
ter Lobo, created by John 
'Judge Dredd'Wagner... 

...Did we dream it or did we 
actually hear a rumour the 
other day that top rave pop¬ 
sters The Shamen might just be 
providing the music for Andrew 
Braybrook's Uridium 2? Nah, 
surely not... 

...Meanwhile, The Sales Curve 
has picked up the licence to The 
Lawnmower Man II, which will 
be released into UK cinemas 
late next year. It seems that 
work on the first game has now 
been scrapped in order to make 
plans for the new, more ambi¬ 
tious, project... 

...Following on from Ocean's 
involvement with Comic Relief, 
Virgin Games has announced 
that it will donate 25p of every 
copy of Archer Maclean's Pool 
it sells in the UK to the National 
Children's Home. So now's your 
chance to do your little bit for 
charity... 


see how popular the new version is. 
If you've got the original version of 
Sensible Soccer and are a fan, you 
really must upgrade. If you haven't 
got Sensi - well, there really ISN'T 
any excuse anymore. You'll be 


pleased to hear that the new version 
will be in the shops by the time you 
read this, and that Renegade are 
now upgrading disks for existing 
users - call them on (071) 481 9214 
for more details. 
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BE GENTLE WITH ME 



H ornby Hobbies, better 
known for its R186 Signal 
Box and handheld video 
games, has made a break 
into the Amiga hardware 
market with a new super-sophisti¬ 
cated joypad controller. 

The American-designed Turbo 
Touch 360 controller bears a striking 
resemblance to the Sega Megadrive 
joypad (indeed, it works on both 
machines) but has one rather inter¬ 
esting difference. Rather than the 
eight-way control pad resting on a 
rocker mechanism as usual, the 
Turbo Touch's pad doesn't move at 
all - it's a flat, touch-sensitive metal 
plate that responds to the slightest 


pressure. The idea is that the pad 
allows for quicker on-screen 
response and also eliminates 'numb 
thumb' - an affliction suffered by 
joypad users where extended play¬ 
ing sessions cause big horrible blis¬ 
ters. Interestingly enough, howev¬ 
er, the "Higher scores or your money 
back" guarantee that accompanied 
the US model has been withdrawn 
for the controller's UK release. 

Operated with some success 
(remember, we're not used to joy- 
pads) in test runs here at The One 
office, the Turbo Touch should be in 
the shops in time for Chrimble, 
priced around £20. Why not ask your 
Granny for it? 





SILICA 

GETS 

ZOOLY 


I f you're not already the proud 
owner of an Amiga, we've got 
two things to say. First of all, 
what on Earth are you doing 
reading this? Secondly, there's 
never been a better time to get out 
there and snap one (or at least 
upgrade to anew one) up now that 
Silica Systems has a top bundle offer 
in store. 

The new Zool pack is free with any 
Amiga (A500, A600, A1200, A1500 
and CDTV Multimedia packs) bought 
from Silica's stores at the moment, 
and comprises over £127 of top soft¬ 
ware. You get Zool (of course), 21st 
Century's Pinball Dreams, Rage's 
Striker and some word processing 
thing called Transwrite to keep the 
sprocket-heads happy (well, as 
happy as they'll ever be). And... erm... 
that's it. So if you've plans to 
upgrade your Amiga, why not cadge 
some top software into the bar- 
gain? Come on - you know it 

} . 


Charts 


Month Ending 28th October 1992 


FULL-PRICE TOP 40 

1 ZOOL (Gremlin) 

2 LOTUS III (Gremlin) 

3 ASSASSIN (Team 17) 

4 SENSIBLE SOCCER (Renegade) 

5 FIRE & ICE (Renegade) 

6 SILLY PUTTY (System 3) 

7 PROJECT-X (Team 17) 

8 BEAST III (Psygnosis) 

9 LEGEND OF ISHAR (Silmarils) 

10 MONKEY ISLAND 2 (US Gold) 

11 OH NO! MORE LEMMINGS (Psygnosis) 

12 MINI OFFICE II (Europress) Eh? 

13 LURE OF THE TEMPTRESS (Virgin) 

14 JIMMY WHITE'S WHIRLWIND SNOOKER (Virgin) 

15 CIVILIZATION (Microprose) 

16 THE AQUATIC GAMES (Millennium) 

17 WIZKID (Ocean) 

18 FORMULA ONE GRAND PRIX (Microprose) 

19 SPACE CRUSADE (Gremlin) 

20 EYE OF THE BEHOLDER 2 (US Gold) 

21 TRODDLERS (Storm) 

22 THE GAMES ESPANA 92 (Ocean) 

23 PGA TOUR GOLF + (Electronic Arts) 

24 MANCHESTER UNITED EUROPE (Krisalis) 

25 PRO TENNIS TOUR 2 (UbiSoft) 

26 KNIGHTS OF THE SKY (Microprose) 

27 DYNABLASTER (UbiSoft) 

28 LOTUS 2 (Gremlin) 

29 DAS BOOT (Mindscape) 

30 MEGASPORTS (US Gold) 

31 ASHES OF EMPIRE (Mirage) 

32 STRIKER (Rage) 

33 CRAZY CARS III (Titus) 


34 THE MANAGER (US Gold) 

35 A320 AIRBUS (Thalion) 

36 GRAHAM TAYLOR'S SOCCER CHALLENGE (Krisalis) 

37 ALIEN BREED (Team 17) 

38 SPECIAL FORCES (Microprose) 

39 PREMIERE (Core Design) 

40 AIR SUPPORT (Psygnosis) 


BUDGET TOP 20 

1 LOTUS ESPRIT TURBO CHALLENGE (GBH) 

2 PANZA KICK BOXING (Kixx) 

3 DIZZY PRINCE OF THE YOLKFOLK (Codemasters) 

4 TREASURE ISLAND DIZZY (Codemasters) 

5 F-16 COMBAT PILOT (Action 16) 

6 FALCON (Action 16) 

7 SUPERCARS 2 (GBH) 

8 CAPTAIN DYNAMO (Codemasters) 

9 POPULOUS (Star Performers) 

10 NORTH & SOUTH (Action 16) 

11 JAMES POND (GBH) 

12 MAGICLAND DIZZY (Codemasters) 

13 BLADE WARRIOR (Mirror Image) 

14 SWITCHBLADE II (GBH) 

15 GOLDEN AXE (Tronix) 

16 BATMAN THE MOVIE (The Hit Squad) 

17 FRANKENSTEIN (Tomato) 

18 TURRICAN 2 (Kixx) 

19 JACK NICKLAUS GOLF (GBH) 

20 FANTASY WORLD DIZZY (Codemasters) 

The One's monthly Amiga charts are compiled by 
Microbyte. 
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Better take note. One CD inserted into the new Amiga 
CDTV stores the equivalent of up to 700 floppy discs. That’s 
550 megabytes of memory or 250,000 A4 pages of text. 

CDTV also gives you access to over 3,000 Amiga titles 
and over 100 CDTV discs, covering everything from arcade 

quality games to education. And 
CDTV can be used as a regular audio 


From C* Commodore 


CDTV Computer Pack, complete with qwerty keyboard, 
disc drive, mouse and infra red remote control can be 
yours for only £499-99 including our free Public Domain 
Collection disc. The Amiga CDTV Player Pack comes in 
even lower at only £399 99. All of which proves one thing. 

AMIGA 

CDTV 


home entertainment, you won’t find 
anything better than the Amiga CDTV. 


CD player when connected to your stereo. The Amiga 
THE WORLD’S MOST INTERACTIVE INTERACTIVE HOME ENTERTAINMENT SYSTEM 

CDTV ,S AVAILABLE AT SELECTED STOBES OF ALLDERS, CALCULUS, COLORVISION, COMET. DIXONS, TEONO, TEMPO, VIRTUAL REALITY AND ALL LEADING INDEPENDENT COMPUTER SPECIALISTS. INCLUDING NASCR. PRICES CORRECT AT TIME OF GOING TO PRESS 5/10/9, 





























SOFTWARE LTD 


19.07 on the 5th of 
May 1980 John Dellow of the 
Metropolitan Police signed a 
document passing control of 
the Iranian Embassy siege to 
LT. COL H.M.Ross. 


He sent in three, four-man 
teams (Sabre teams) of 22 
S.A.S, the rest is history. 


For many the S.A.S are the 
black-clad rescuers of Princes 
Street depicted by the B.B.C 
as the pictures of the last 
minutes of the siege were 
relayed live around the world. 


We as mere mortals can only 
wonder at the exploits of this 
most professional and highly 
trained fighting force as 
officially it does not exist. 


This simulation is based on 
the information that is 
available and is produced by 
people who have a great deal 
of admiration for the people 
they will never know. 
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LETTERS 



Letters 


Did you know that we're 
incredibly lucky? Some people 
have no friends at all and spend 
their lives trying to meet some 
mates or something. But not us, 
oh no, we're positively 
overwhelmed by the number of 
letters we receive every month. 
Unlike other mags, we like to 
think we have a special close-knit 
relationship with all our readers - 
it's like one big happy family, 
don't you think? If you want to 
have a natter with yer old The 
One, then the address to write to 
is: Letters, THE ONE, Priory Court, 
30-32 Farringdon Lane, London, 
EC1R 3AU. Oh, and you can Fax us 
as well (well, not J as well' - one 
or the other will suffice) on: 071 
972 6710. 


HYPED TO 
EXCESS? 

Dear The One, 

Whilst reading the November issue 
of your magazine, I was disappoint¬ 
ed by the lack of an overall score for 
the flight-sim compilation. Head to 
Head. I would be much obliged if you 
would print the score awarded to 
this promising budget package. 

Also, I would like to ask the staff 
at The One if they agree with all the 
hype concerning Zool. Being a dedi¬ 
cated 16-bit gamer, the prospects of 
a 'Sonic-beating game' excited me 
tremendously and subsequently I 
bought the game full price at the 
first opportunity I could. In doing so 
I feel great regret as, to me, Zool is 
no more than an average platform 
game. 

I feel this is one of the many 
examples of The One rating a game 
on the hype surrounding it rather 
than its actual qualities and I have no 
doubt that this will be the case when 
US Gold release Street Fighter II. I feel 
that if The One started to review 


games on whatever qualities they 
had many disappointments such as 
those felt by me could be avoided. 

John-Paul Farr f 
Glasgow. 

Firstly; the overall mark for Head to 
Head was 82%, we apologise for the 
inconvenience caused by the error 
on that particular page - heads (no 
pun intended) have duly rolled. As 
for the other point, well, I think your 
comments are fairly unjustified. 
Sure, we gave Zool 87 % - a 
respectable mark for what is, 
undoubtedly, a fine game but if you 
compare our marks to those award¬ 
ed by the other magazines you'll see 
that 87 % was probably the lowest 
mark it received. How can you 
accuse us of hyping it excessively 
when others have marked it far high¬ 
er? We will evaluate Street Fighter II 
when US Gold present the game for 
review - but have no doubts that we 
pay no attention to any 'hype' when 
reviewing a particular game. Our 
opinions are strictly our own, as they 
should be. 


ICE, ICE HOCKEY 

Dear The One, 

I was wondering whether, as Elec¬ 
tronic Arts have converted John 
Madden and Road Rash from the 
Megadrive and have plans to convert 
Desert Strike, they'll also convert EA 
Ice Hockey? I have played this game 
on my mate's Megadrive and 
thought it was excellent. 

Darren Tyler, 
Stafford. 

We rang up EA and a spokesman said 
"We're thinking about," if that's any 
help to you (which it probably isn't). 


BAD BINDING 

Dear The One, 

When I tried to pull out this month's 
Kill Zone it wouldn't come out, so I 
gave it another tug and nothing hap¬ 
pened. I wasn't going to give up the 
battle but with the next pull I ripped 
the section into three pieces and 
there was still some of it left in the 
magazine! So now I'm a Kill Zone 
short and very cheesed off! Could 
you please do something about this. 

Ben Jell, 
Darlington. 


Oh dear, you want to calm down 
slightly. The reason you can't pull 
the Kill Zone out is because we have 
now gone perfect bound - some¬ 
thing which, judging by the 
response we've had, most people 
are extremely pleased about. This 
method ensures that the magazine 
lasts longer in a better condition 
and, of course, the cover should no 
longer up and leave, so to speak. 


A SLIGHT 
DIFFERENCE OF 
OPINION 

Dear The One, 

Keep up the good work, I think your 
mag is brill. Anyway, on to business 
- I was reading another magazine 
(shame on me!) when I noticed that 
they gave Jaguar XJ220 98% when 
The One gave it 85%. Okay, I know 
different people like different games 
but how come theirs is such a differ¬ 
ence in ratings and who should I 
trust? 

James Grant, 
Brentwood. 

You have to admit that for a game to 
receive 98%, it has to be exception¬ 
ally good. Jaguar was a good game, 



agent and top FI5H operative needs 
you to work with him in the fight 
against the dastardly Dr Maybe 
and his evil organisation JAWS! 
Join FI5H now and become a Super 
Sleuth! Your brilliant Agent's Pack 
contains: Briefing Dossier, Agent 
Codebook, Identity Card, Training 
Handbook, Recognition Manual, 
Sticker Sheets, 3 Mission Briefings, 
Special Equipment Guide, a Board 
Game and much more! 

• Y ou will be sent 9 further FI5H 
missions through the post. 

• Each set of missions has a competition 
for all Agents with special prizes. 

• High quality FI5H merchandise is 
available only to FI5H Agents. 

• Become a SPECIAL AGENT and 
get a superb enamel badge FREE! 

•All correspondence is sent out in a 
special TOP SECRET buff envelope. 
DON'T FORGET TO TELL MUM OR DAD 
YOU ARE SENDING MONEYTO JOIN FI5H. 


SEND FOR YOUR TOP SECRET 
MISSION PACK TODAY! 


^Send £8.95 to FI5H HQ and we will return your 
I Agents Pack without delay. (Please allow 14days) 
| You can pay by Postal Order, cheque, or Credit 
| Card. Please debit £8.95 to my 
_ Access I I Visa I I Card No: 


I Signature. 


| DON'T FORGET! Send your Agent name, address 
| and age and any other top secret information 
- together with this coupon and your payment to 
1 the address below. 

Send application to: FISH HQ, UNIT 3, EDISON RD, ST IVES, CAMBS PE 17 4LF TQ 


JAMES POND 
MEEDS YOU! 
























LETTERS 


there's no doubt about that but 
98%? We don't think so. Magazines 
which mark like that should not be 
trusted and you're better off sticking 
with our honest and strict review 
policy. 


FUNNY FOOTY 

Dear The One # 

I am writing about Stephen Paul's 
letter on Sensisoccer 2. I agree with 
all his points for improvements but I 
have my own. Firstly, when a player 
becomes injured I think a person 
should rush onto the pitch and treat 
him. Whilst this is going on, the 
other members of the team should 
start beating the living daylights out 
of each other. Then, if a player is too 
injured to carry on, an ambulance 
should come on and the player 
should be placed on a stretcher and 
carried off in a medical vehicle. Sec¬ 
ondly, you should be able to do a 
diving header, hit the goalkeeper 
and knock him into the crowd. Third¬ 
ly, when the team score a goal they 
should all crowd round the man who 
scored and then climb up onto the 
fences and wave his arms around. 

Lastly, Leeds United are smart and 
should be at the top of the Premier 
League, followed by QPR then Black¬ 
burn Rovers. Please pass these points 
onto Sensible Software and tell them 
I can't wait for Cannon Fodder. 

Mark Rigby, 
New Longton. 

Well, all I can say is I'm glad I don't 
play Sunday League football against 
you, next suggestion, please... 


h 


AND AGAIN 

Dear Bunch of Scruffy Herberts, 
Firstly, here are my ideas for Sensible 
Soccer 2. Offsides with linesmen 
waving a little flag, more kicking 
styles (such as overhead licks and lit¬ 
tle chips), a trainer running on to 
treat players or stretcher them off, 
weather conditions (rain, snow and 
gales), two players to be able to play 
on the same side against the com¬ 
puter, four players to be able to play 
at the same time, named players on 
the ball, sampled speech and finally, 
players should run a different 
speeds. 

Could you possibly do a feature 
on the new Amiga 1200? including 
its capabilities and if it will run pre¬ 
vious software. 

How can piracy be stopped if 
everyone at my school pirates games 
and couldn't give an apple-pie? 

Lastly game releases. Do you have 
any clue if/when Graham Gooch 
Cricket will ever come out? And 
why has it taken so long? Also is 
anyone going to make a decent 


STAR LETTER 


PIRACY HEADING AHOY! 

Dear The One, 

Lots of people copy games and I know friends at school and people 
outside of school who have vast collections of pirated games. Not only 
does this cheat the games companies out of money but it also cheats 
the pirates themselves because a lot of copied games are hard to play 
without the instructions and so the game is played for a few days and 
then put to the back of the disk box, never to be played again. This is 
a waste of disks and good games. 

The main damage that pirating does is that it cheats the games com¬ 
panies out of the money they are due for producing the game in the 
first place. This has two effects: first, if the game producing companies 
have less money then they cannot produce decent games and, secondly, 
the companies are getting fed up with pirated games cheating them 
out of money and so they have moved over to the consoles. This means 
there will be less software to support the Amiga in the future. 

A possible example of this abandonment of the Amiga can be found 
from LucusArts Entertainment. I heard that Indiana Jones and the Fate 
of Atlantis is the last game they will be producing for the Amiga (is 
this true?) and from then on they will concentrate on the PC market for 
adventure games. 

The fact that the games programmers are leaving the Amiga seems 
not to be common knowledge as the pirates all go on producing pirat¬ 
ed games, sometimes even before the games have been released. Over 
the weekend I went to a car boot sale and there was a stall selling 
copied games such as Zool, Premiere and Dojo Dan. Because these 
games had only just been released this proved that the stall holders had 
professional contacts who pirated games and supplied them to these 
people which, in turn, proves how readily available copied games are. 

I myself have only original games now, although in the past I have 
used copied games. Original games are so much more fun to play than 
copies and it makes sense to buy the original games. So if anyone is 
thinking of buying a game then they should buy it from the shops as 
an original and not get copied versions. If they don't then there may 
not be any games left in the future to support the Amiga and great 
programming teams like the Bitmap Brothers and Core Design may 
move over to the consoles. 

I would like to see more information about the effects of pirating 
games on the computer games industry in the computer magazines 
so that people can be persuaded not to pirate games. 

Stuart O'Neill, 
Tamworth. 


Well', Stuart , there's no doubting that pirated games harm the indus¬ 
try but no matter how many letters like yours we receive, people will 
continue to do it. The facts are there for all to see; if the problem does 
not improve then the market will indeed die and companies will turn 
to pirate-proof console software to earn their money (as is already start¬ 
ing to happen in some instances). I seriously think that you should 
report the vendors at the car boot sale to FAST and prevent this sor¬ 
did trade from continuing. Oh, and by the way, LucasArts recently 
pledged their support to the Amiga and will continue to release games 
for it. Oh, and Stuart, change your printer ribbon, will you? Your print¬ 
out looked a right mess! 


wrestling game - maybe converting 
the Wrestlefest coin-op. 

M. Jones, 
Hullbridge. 

P.S. Ricky Young has got a big head. 

Thanks for your Sensible Soccer sug¬ 
gestions and the rest of your opin¬ 
ions. As for Graham Gooch Cricket, 


well, we're as much in the dark as 
you are, unfortunately. Thanks also 
for the Ip, we duly spent it on vari¬ 
ous consumables.What we really 
want to know, though, is who is this 
Ricky Young chap? What has l\e got 
to say about the Mr Jones' big head 
accusations? Ricky, we're waiting for 
your reply. 


SENSIBLE 

SUGGESTIONS? 

Dear The One, 

I'm really looking forward to Sensible 
Soccer VI .1 and I think that there are 
plenty of other decent games out 
there which could do with a touch of 
the 'upgrade' treatment. 

Take Space Ace 2, for example, 
there are many features missing 
from the original game that could be 
implemented in an upgrade, the 
most important of which would be 
some actual gameplay. The same 
applies, of course, to the rest of the 
series including Dragon's Lair, and of 
course, Guy Spy. 

What about an Another World 
VI.1 in which they could feature a 
decent end-of-game sequence which 
explains exactly what happens to the 
hero after he sails into the distance? 
The one they've got at the moment 
is worse than the ending to The 
Empire Strikes Back (and that was 
bad enough). 

I could go on for a lot longer, and, 
indeed. I'm going to. Take Epic (or, 
rather, not, as the case may be). They 
could take out that stupid cheat 
mode for a start. As it stands a one- 
armed baboon with a sight defect 
can complete the game (which, that 
flaw apart, isn't really that bad) in an 
hour or less. 

Finally, how about Midwinter 2? 
You could add a bit of trading and 
interaction with a few people, then 
repackage it and call it something 
different like, oh, I don't know. Ashes 
of Empire or something. 

Right, I'm going now that I've got 
that off my chest. 

R. Hall, 
Twickenham. 

Well, R., you certainly spent a lot of 
time thinking about this. Have you 
really got nothing better to do? 


DESPERATE 

Dear The One, 

Street Fighter II has to be one of the 
best arcade games to have appeared 
over the last few years. Seeing as 
how it's being converted to the 
Amiga I have a few questions. Will 
US Gold be releasing a special six- 
button joystick to simulate the 
arcade cabinet's controls? Is it as 
good as the Super NES version? Does 
it look good? Are all the special 
moves in there? And, finally, when 
does it come out? 

Lee Michaels, 
Bradford. 

Oh God, not Street Fighter II again. 
The answers to your quezzies are: 
No, Possibly, Yes, Yes, Soon (but not 
necessarily in that order). 
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You've seen the programme, you've flicked through the adverts, 
you've read the book, you've bought the breakfast cereal, you've 
heard the record, you've, erm, done other things - but forget all 
those because now the GAJUIESMIASTER LIVE experience is almost 
here. Simon Byron gives you the lowdown on the show that'll set 
the standard for all shows in the Future. 


E ver wanted to actually 
meet THE GAMESMASTER? 
Shake hands with DOMINIK 
DIAMOND? Rub shoulders 
with THE ONE TEAM? Look 
at all the LATEST RELEASES? Well 
now's your chance because the 
GAMESMASTER LIVE exhibition is 
coming to town (well, Birmingham 
actually, which is a city not a town 
but you know what I mean). Open 
on the 4th, 5th and 6th of December, 
it promises to be the BIGGEST, the 
BEST, the SEXIEST and the GAMES- 
MASTERIEST computer event this 
side of the second millennium. 

There'll be a huge Gamesmaster 
set hosting squillions of on-stage 
challenges with prizes galore and 
you'll be able to compete against 
top-notch celebrities and gaming 
experts. Of course, all the important- 
bods from the computer industry 
will be there so you'll be able to 
make many new friends and chat to 


the guys (and girls) who have 
become stars in our little world of 
computer entertainment. 

The stands themselves promise to 
be quite spectacular with most of 
the major software companies in 
attendance, many with huge spe¬ 
cially themed areas boasting rides, 
promotions and even a spectacular 
laser light show. There will be mil¬ 
lions of discounted bargains (both 
hardware and software) so if you 
take your wallet you could pick up a 
few great deals. 

The show itself is a multi-format 
affair, with the Amiga being featured 
particularly heavily so you'll be 
offered the opportunity to check out 
the newest games and also see 
exactly what platform games the 
sad, consoley people are playing at 
the moment. Basically if you don't go 
you'll miss out on one of the best 
events this year and you'll end up 
with really bruised shins from kick¬ 


up to, the games they'll be promot¬ 
ing and, perhaps most importantly, 
what you'll be able to cadge off of 
them. 

WSbBSM virgin games 

-■'f' ’ The publishing force 
that is vir 9 in win be 
demonstrating a num- 
■SSlSlfli ber of forthcoming 
Amiga releases at the show includ¬ 
ing Cannon Fodder, Rookies, Lands 
of Lore, Dune 2 and, so we're told, 
a top-secret game from Cryo (the 
people behind KGB). Best of all, 
though, will be the chance for all you 
gamesters out there to see the excel¬ 
lent Apocalypse for yourselves and 
maybe even participate in the game 
challenge. 

Possible freebies: A load of T-shirts 
and posters. 


HQ 


ing yourself after you hear how good 
it was from anybody with an ounce 
of sense who attended. 

As a service to you, the reader, we 
rang up most of the software com¬ 
panies to see exactly what they'll be 


DOMARK 

If you're looking for the James Bond 
Austin Martin car then - hey! - look 
no further because those Domark 
types have only gone and nicked it 
and plonked it on their stand, the 
blighters! If that wasn't 
enough, the James Bond girlies 
will be present in all their 
























glory, doing whatever it is that 
James Bond girls do nowadays. It's 
just as well Domark will be promot¬ 
ing Harrier there as all The One team 
are going to need an excuse to hang 
about at this particular stand. 

Possible freebies: Maybe, just 
maybe, a few glamour ladies. 


on it (and that's true). You'll also be The Mancunian Software 
able to check out the fine-looking Giants will have the biggest 
iture and Leg- ever video wall showing all the 
latest game releases and film 
ads of posters, clips from the Lethal Weapon 
films and The Addams Family. 

. There'll also be two huge 60ft 

Helter Skelters running on free 
play, so to speak, with helmet- 
mounted cameras which will film 
you sliding down and display all 
the action on the video wall. A 
company will nifty laser show will be projected 


GREMLIN 

The Sheffield software 
be there in force featuring the Nigel onto the ceiling for ail to see, 
Mansell Experience, a kind of mas- depicting all Ocean's forthcoming 
sive interactive racing simulation in releases and there's a rather groovy 
which up to fourteen people can competition to win every (yes, EVERY) 
compete simultaneously. Gremlin's piece of leisure hardware and the 
stand will also contain various Lotus entire Ocean back catalogue, 
head-to-head challenges and Zool Possible freebies: Stickers, posters, 
will be milling around desperately Pushover demos, etc, etc. 
trying to socialise (make sure he 
doesn't do that flying chop thing on COMMODORE 
you, though). The A1200 will be featured heavily at 

Possible freebies: Posters and the Commodore's stand along with the 
rather tasty Chubba Chups lollies. A600 and the CDTV. This will be the 
Mmmm. place to get your grubby little hands 

on the Amiga 1200 and find out just 
how good it is for yourselves. Also on 
Those German fun- show there should be A1200- 
IFHBESf sters at Thalion will enhanced versions of Wing Com- 
be heavily promoting mander (which is simply breathtak- 
their Airbus series of ing on the new machine). Gremlin's 
flight sims with a 25ft section of a Zool (which now looks better than 
real Airbus at the show. You'll be any console game - fact) along with 
able to walk around the cockpit and a couple of other undisclosed pro¬ 
play with all the knobs and dials but grams. Commodore will also be 
banish all thoughts of walking off heavily involved in all sorts of com- 
with any plane parts because there'll petitions and you may be the lucky 
be members from the GSG (the Ger- owner of an extra Amiga or CDTV 
man equivalent of the SAS) to stop come the end of the show, 
kids doing just that. As well as all this Possible freebies: What more can 
Thalion will be pushing their top- you want? Although they'll be in lim- 
notch latest games, Lionheart and ited supply, surely the chance to win 
^ No Second Prize. the finest computers in history must 

^ Possible freebies: None what- more than make up for the lack of 
■ soever (that's also true). glitzy promotions. 


...Colin Curly (the lovable dog from the Quavers ad) and G.l. 
Ant will be hosting a crisp-related challenge from the Ocean 
stand. If you complete a specially put together level from 
Pushover then you'll receive a pack containing all sorts of 
goodies from Commodore, Ocean and Smiths Crisps... 

...The Gladiators will be there! Yes, all your favourite hard- 
people will be milling about (well, only Shadow actually - but 
it's a start, although we'd much rather the incredibly sexy Jet 
was there but we shan't be telling him that). Did you know 
that Shadow is six foot four and weighs a distinctly Gary 
Whitta-like nineteen stones? Yes, it's true!.. 


...Nintendo will be there hosting a wealth of competitions 
and challenges... 


...Cheetah, Europe's leading manufacturer of computer joy¬ 
sticks, will have a Bar Fly Rig at their stand which permits 
the lobbing of one's torso at a velcro wall as long as you're 
wearing a special type of psychedelic jump suit... 


Please note that although the particulars are correct at the time of going to 
press, details are still liable to change. 





































From the programmers of ‘DUNE’ 
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YOU'LL BELIEVE 
A FROG < 

CAN c — 

FLY 


At least that's what Team 17, hot from 
their latest success with the high-speed 
blaster Assassin, are hoping. Superfrog is 
the company's first foray into the world of 
cutesy games - but can the boys who have 
made a name for themselves with hard- 
edged shoot-'em-ups like Alien Breed and 
Project-X go soft? Gary Whitta went to 
find out... 


N obody likes a person who 
gets it right all the time. But 
as long as Team 17 keeps 
doing just that and knocking every¬ 
one else's arcade efforts for six on 
a frighteningly consistent basis, 
nobody's likely to complain - least 
of all the army of Amiga gamers 
who snap up their wares by 
the truckload. In the 
last eighteen months 
the company has risen 
from obscurity to one 
of the highest-profile 
publishers in 
the business 
today, with 
three 90%+ 
winners out of 
three in the 
shape of Alien 
Breed, Project- 
X and last 
month's Assassin 


Now the working-class heroes from 
Yorkshire are hoping to make it four 
for four with Superfrog, the game 
that's been appearing in magazines 
almost since the dawn of time, but 
is only now approaching anything 
like a completed state. 

Superfrog is currently being pro¬ 
duced by the same Sweden-based 
duo that produced Alien Breed and 
Project-X - programmer Andreas 
Tadic and graphic artist Rico 
Holmes. Team 17 boss Martyn 
Brown is, as usual, project 
manager. But for a team usu¬ 
ally associated with produc¬ 
ing hard-bitten blasters, a 
software cutey like Superfrog 
is a surprising change of 


direction. "I suppose the idea came 
from a whole bunch of games, par¬ 
ticularly stuff like Sonic and Magic 
Hat on the Megadrive," explains 
Rico. "I've never really been much 
of a fan of that sort of thing - well, 
not until I'd played the newer ones. 
Lots of people have since jumped 
on the console-style platform band¬ 
wagon and with ourselves having 
one in development, I suppose peo¬ 
ple will point the finger at us too." 

"Despite what's been written 
recently, there still hasn't been a 
game on the Amiga to rival Sonic 
and Mario - the most important 
aspect being the playability, not the 
speed," says Martyn. "I think my 
favourite is still Great Giana Sisters, 


(Above) 
Superfrog's 
space-based 
interlude 
sequence is a 
comic tribute to 
Project-X. Ho-ho. 

(Left) Top action 
from the game's 
second level, set 
in a dank, creepy 
castle. Can 
Superfrog leap 
these spikes in a 
single bound? 

that Mario Brothers rip-off that got 
banned a few years back. I was a lit¬ 
tle disappointed by Zool after all the 
build-up. If anything Gremlin were 
just a little too ambitious trying to 
get so much action on screen and 
when it slows/jerks in places it 
doesn't look too hot." 

So what is it that will separate 
Superfrog from the vast majority of 
Amiga cutesies? "It's hard to put 
your finger on it," says Martyn. "The 
character is very strong and it all 
seems to hang together well. Peo¬ 
ple need to feel an affinity for their 
character, and so far people have 
really liked the look of Superfrog. I 
think he's aesthetically pleasing, or 
something like that. He looks funny, 
pulling faces and so on, and the 
idea of throwing your little green 
blobby mate at the enemies is quite 
fun. Whether it's been done on the 
Amiga before remains to be seen..." 

"We had the idea floating about 
for ages and the firm plans to do a 
cute console-esque platform 
game," adds Andreas. "It's just that 
with other things, it's taken a while 
to get around to it." It certainly has 
- according to Martyn, the first 
mock-up screenshots of Superfrog 
were being shown even while the 
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original Alien Breed was being 
worked on, over 18 months ago. 
"Superfrog will have overtones of a 
lot of games that we have enjoyed 
ourselves and have features that we 
felt have been missing in other 
games," he continues. "This I think 
has been the case with Alien Breed 
and Project-X in that we tried to 



"There still hasn't 
been a game on the 
Amiga to rival Sonic 
and Mario." 

Martyn Brown 
Superfrog project 
manager 


produce definitive arcade versions 
of a particular genre and it will be 
the same again here." 

So what's the story then? Best to 
ask Martyn, who is probably more 
guilty than anyone on this score. "It 
essentially revolves around the clas¬ 
sic frog-prince fairy tale in that 
you've got this prince who's met 
this cracking bird, and they're all set 
to marry and then he gets zapped 
into a frog by an evil witch called 
Margaret. The jealous old cow then 
sods off with the prince's girlie and 
locks her up in a tower. Then one 
day, whilst sat at the side of his 
favourite stream, the frog spots a 
curious bottle. Intrigued, the frog 
picks it up (it just'happens to be a 
bottle of Newcastle Brown Ale) and 
swigs it back... After a few minor 
explosions, the frog turns into 
Superfrog, a frog with super 
strength, guile, daring... with a 
smart red cape and a Geordie 
accent. With one mighty "Alreet!" 
he leaps into the air and sets off to 
Magicland to regain the hand of his 
loved one, banish the curse and 
kick ten bells out of that snotty old 
witch." Ah... okay. 

And for anyone who can't quite 
get to grips with this complex 





The time has come for you to flex those biceps 
and stand strong against the onslaught from the 
competition. See if you have got what it takes to 
become the ultimate World Warrior. 

_ Ask your dealer when! 


CAPCOM 


Available on: Spectrum cassette, 
C64, Amstrad CPC cassette & disk, 
Atari ST, Amiga and PC Compatibles. 


Street Fighter 1 'll ©1992 Capcom USA Inc. All rights reserved. Street Fighter 1 'll is a 
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from Capcom USA Inc by U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham, B6 7AX. 
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PROGRESS 



EY-UP WHY AYE CANNY LAD (ETC) 


storyline, the whole thing is to be 
depicted by a pre-game cartoon 
produced by veteran Amiga anima¬ 
tor Eric Schwartz. "It will be very 
funny," promises Andreas. Rico, 
too, is proud of the game's graphi¬ 
cal style. "I've been inspired by 
Eric's original drawings of Super¬ 
frog, he looks just great, a real car¬ 
toon character type. I've drawn 
things that I thought you could look 
at and smile or go 'Aaah'. The ene¬ 
mies still kill you, but at least you're 
smiling when it happens." 

As for the actual game, it's based 
around the familiar levels/worlds 
structure, with Superfrog working 
through each 'zone' before finally 
confronting the witch in her 
castle. "That's 





Team 17 promises that Superfrog 
will be choc-a-block with smutty 
humour. Whether or not the "Big 
Sucking Theme" in included in that 
remains to be seen. Parents, 


it's not just in the graphical 
department that Superfrog will 
be dressing to impress. Team 17 
musical stalwart Allister Brimble will once 
again be providing the tunes and SFX which, 
the team promise, will be something very spe¬ 
cial. "Superfrog will mark a departure for us in 
that it will feature in-game music, whereas we Bob Mor 
usually use just sound effects to create speed 

atmosphere," says Martyn. "With ^ / W wit 

platform games I think music is > ^1 ^ 

important, but we won't forget I 

spot FX and speech." 

The speech aspect is being |j g m m 

played up - Superfrog is to have f 
a Geordie accent, for a start. "We \ 
wanted Jimmy Nail to the do the > 

Superfrog speech, what with him r 

being a Geordie and all that. At the 
time he was popular as Spender, every¬ 
one remembers him from Auf Weidersehen Pet 
and his voice was exactly right for our red- 
caped frog! Even though his agent thought it 


(Left, right and below) Level Four 
looks set to be the most console- 
inspired of them all, in graphical 
terms at least. Be honest, could you 
imagine anything more cutesy and 
twee than the scenes depicted here? 
No, neither could we. 


was a brilliant idea, we were informed that 
Jimmy never did voice-overs or used his voice 
in any way like that, so we hit a brick wall. His 
agent did offer us Tim Healy (Dennis from Auf 
Weidersehen Pet) - no offence to Tim, but it 
wasn't exactly what we were looking for." 

Team 17 also approached Vic Reeves and 
Bob Mortimer about providing some wacky 
speech, but again the stars were too busy 
y s with TV commitments to lend a hand. "At 
the moment we have decided to do our 
own speech and FX. They worked well 
A enough in Alien Breed/Project- 
— . X/Assassin, and we have the capabili¬ 
ty to make them daft enough for 
Superfrog." There's also a rumour 
that Allister Brimble has got hold of a 
new Music/SFX player that will enable 
him to produce SIX-CHANNEL music by 
mixing sound waveforms. All in all. 
Superfrog could well be a sonic treat, bonny 
lad. 


the basic idea 
for all games of this type," 
says Rico. "Get from A to B while 
avoiding C, killing D and collecting 
E. If we are going to do a definitive 
version, why change things?" But 
a novel twist has been devised. "We 
have a toll fee on each land, and the 
frog can't pass through until he's 
collected a certain amount of 
money," Martyn explains. 

Gameplay-wise, Superfrog isn't 
looking to break down any barriers 
- although it might just tickle a few 
ribs if the proposed 'humour' ele¬ 
ment makes it into the final version. 
"Humour does play a certain role in 
the game. We've tried to do every¬ 
thing in typical cartoon graphics. 







"There tends to be A lot of 
ideas after we've had a 
bit of a booze-up - 
most of them are sadly 
unusable, though..." 
Martyn Brown 
Superfrog project manager 



But I think that if we set the game 
out to be funny we'd be on a loser 
because not everyone shares the 
same sense of humour as us." 

Much of Superfrog's comedy is 
to be based around the main char¬ 
acter's Geordie origins, which might 
just include some slightly, shall we 
say... racy elements. "You know 
how every platform character does 
something like knock on the glass 
or play a Gameboy if you leave him 
alone - well we wanted Superfrog 
to light up a tab and have a few 
drags! But we were a bit concerned 
that parents might not appreciate 
it if their kids worshipped a little 
green hero that drank and smoked, 
so we changed that animation - but 


we can't use the new one either." 

Suffice to say that, should you 
leave Superfrog to his own devices 
in the game's current version, he... 
erm... 'entertains' himself. "At least 
you won't get lung cancer from 
what he's doing now, but it's a bit 
disgusting," says Martyn. "We have 
to remember that we're doing a 
game that parents will look at and 
say 'Aah, that looks sweet'. But at 
the same time we want to put a 
more adult-humour edge in it that 
only older people would relate to." 

Adult humour or not. Superfrog 
is still a cutesy game at heart. Have 
the team, given their shoot-'em-up 
pedigree, found it difficult adapting 
to a less 'hard' game style? "Super¬ 


frog IS hard! He's from Newcastle!" 
protests Martyn. "Seriously though, 
it's not really been a great strain 
doing the cuter type of game. It's 
taken longer because of the playa¬ 
bility being very important and the 
feel has to be 100% right. It's been 
a lot of fun to develop, especially 
the character and the storyline. Eric 
Schwartz's animations have kept us 
smiling too - I can't wait until the 
animation is finished." 



Superfrog may not be able to fly, 
but his flowing red cape allows him 
to perform some astounding jumps - 
like this graceful little number, 
which has the onlooking turtle suit¬ 
ably agog. 


3 































WORLD CUP 
QUALIFIERS 

NEW SEASON 
TEAM 

INFORMATION 

NEW NATIONS 

LATEST TRANSFER 
DETAILS 


ADDED 

FEATURES 

RED & YELLOW 
CARDS 

SUSPENSIONS 

ENHANCED 

GOALKEEPERS 

BACK PASS RULE 


European Champions 

1992/3 SEASON EDITION 

NEW ENHANCED VERSION 
OF THE GREATEST FOOTBALL GAME EVER 

For existing owners of Sensible Soccer - European Champions who want to have the new version, just send a 
cheque or Postal Order for £4.95 (inc p&p) made payable to Sensible Soccer Offer, along with your original DISC 1 
to Sensible Soccer Offer, c/o Unit B3 Edison Road, St. Ives, Huntingdom, Cambs PE17 4LF. Both sets of discs will 
be returned to you within 14 days of receipt (allowing for cheque clearance). 

. Jl, SPfl&lFilrr 

Cl, Metropolitan Wharf, Wapping Wall, London El 9SS © 1992 Sensible Software. Published by Renegade 


















2 CASTLE STREET 
CASTLEFIELD 
MANCHESTER M3 4LZ 
TEL: 061 832 6633 
FAX: 061 834 0650 


Dracula, The 
Frankenstein Monster, 
The Mummy, The Wolf Man, 
The Bride of Frankenstein and 
The Creature from the Black Lagoon* 
Classic monsters from a movie age 
gone by* But more than that*** 
creatures from our oldest dreams 
and our darkest nightmares* 
They have met and battled before, 
but now they are back* Back to form 
an unholy alliance to make our worst 
fears turn into a terrifying reality* 


TM & © Universal City Studios, Inc. All rights reserved. Licensed by MCA / Universal Merchandising, Inc 
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When Electronic Arts released its 
official Star Trek game.for the PC 
earlier this year, it caused a sensa¬ 
tion. Now that the game's 
developer's Interplay have set up 
in the UK, an Amiga version is 
finally in the pipeline. Gary Whitta 
beamed over to California to get 
the inside track on what just 
might be one of the biggest games 
of next year... 


W e have to admit, this one 
comes as something as a 
surprise to us. So much of 
a surprise, in fact, that we only just 
managed to squeeze this Work in 
Progress into the issue at the last 
minute -1 don't know, the things we 
do for you. Anyway, the story goes 
that when Electronic Arts released 
Star Trek on the PC earlier this year 
(to coincide with the 25th Anniver¬ 
sary of the TV show), the official line 
was that there'd be no Amiga ver¬ 
sion - which must have come as a bit 
of a blow to Amiga-owning Trekkies, 
who've had nothing to keep them 
going bar a clutch of uninspired and 
unofficial PD games. 

But Christmas is on the way, and 
this is the season of miracles - so 
how's about this one for size? Now 


that Interplay has officially set itself 
up as a publisher in the UK (a status 
it has held in the US for yonks), it no 
longer has to rely on EA to call the 
shots for them over here. And so, 
with the British market now firmly in 
mind, the company's finally taken 
the long-awaited step of producing 
an Amiga version of one of the year's 
best PC games. Hallelujah! Actually, 
the California-based developers have 
been working on the Amiga version 
since July but it's only now, with the 
announcement of Interplay's new UK 
interests, that it's all come out into 
the open. 

As it's a celebration of Star Trek's 
25 years at the forefront of science 
fiction. Interplay's game goes back 
to the old days, before Kirk, McCoy 
and the rest of the crew had to start 


U.S. EXCLUSIVE! 


TO BOLDLY 
GO liVHERE NO 
CONVERSION 
HAS GONE 






PROJECT: Star Trek: The 25th Anniversary 
PUBLISHER: Interplay 
DEVELOPER: In-house 
INITIATED: July 1992 
RELEASE: Early 1993 


wearing corsets and could run up a 
rocky alien mountainside without 
the aid of a zimmer frame. In fact it 
goes right back to the fourth season 
of the original television series, from 
which most of the game's storylines 
have been culled. The game's an 
interesting mix of space-based 
arcade action (commanding the 
Enterprise against a variety of bad- 


one presented like a genuine televi- 
son episode with its own separate 
title sequence, storyline and even an 
epilogue. 

The PC version was a big hit pri¬ 
marily because it did a superb job of 
capturing the TV show's camp 60's 
style and tone. The weighty respon¬ 
sibility of ensuring that the Amiga 
version does the same is that of pro¬ 




dies like Klingons, Romulan and 
Elasi) and adventure, with Kirk and 
the crew beaming down to planets 
and space stations to investigate the 
inevitable mysteries. 

But because it's based on the orig¬ 
inal TV show. Star Trek doesn't con¬ 
sist of one continuous movie-like 
storyline. Instead, it's split into eight 
independent mini-adventures, each 


ject manager Bruce Schlickbernd. 
The obvious question is - why do an 
Amiga version now? "We believe 
that Amiga owners will buy it!" he 
replies. "The Amiga market often 
has different taste than the PC mar¬ 
ket, but the appeal of Star Trek cuts 
across those lines." 

Even so, the main question 
mark hangs over whether the 



















Amiga can deliver the same impres¬ 
sive technical thrills as the PC origi¬ 
nal - and Bruce admits that compro¬ 
mises have had to be made. 
"Graphics is the main one," he says. 
"We're using the Amiga's 64 colours 
in halfbright mode as opposed to 
the PC's 256, and that's a step down. 
Still, the overall effect is fairly close. 
Getting the game to 
work from floppy disk 
drives is another con¬ 
cern, but the episodic 
nature of the game 
should give us good 
break points. An Amiga 
500 is not as powerful 
as, say, a 33Mhz 486 PC 
but it isn't that different 
from at lOMhz 286. 

Certainly some of the 
higher-end Amigas will 
have power to spare." 

Despite the 

inevitable cuts that 
have had to be made, 

Bruce is confident that 
the Amiga version will 
be as good as the PC 
gameplay-wise AND 
succeed in conveying 
the Star Trek atmo¬ 
sphere just as well. "It's going to be 
the same game except for less 
colours, and we're even making 
some improvements and correc¬ 
tions," he reveals. "When the Enter¬ 
prise is hit during combat, for exam¬ 
ple, the screen will shake - 
something that we couldn't do on 
the PC version. We're also including 
a bypass that will allow the adven¬ 
ture-only types to skip through the 
space combat." 

Apart from that, the gameplay 
remains the same - after all, why 
change a successful formula? 
"Much of the game was dictated 


(Above) "He's dead, Jim." Alas, it's 
always poor old Ensign Jones who 
cops it in the perilous ground mis¬ 
sions, giving Kirk, Spock and McCoy 
a second chance. He's not much use 
anyway, and can't be that bright if 
he agreed to beam down in the 
first place - hasn't he ever seen Star 
Trek, after all? 


(Left) Enterprise's shields, engines, 
transporters, databanks and com¬ 
munications are all at Kirk's 
command - he controls them by 
issuing orders to the relevant sta¬ 
tion chief. Notice that Mr Scott (far 
left) now sits on the bridge rather 
than down in the engine room, 
making it easy to access him. 


(Above) It's up to Kirk to deal with 
pre-combat situations diplomatically 
so as to avoid aggro if he can. The 
likes of the Klingons, however, are 
unlikely to be placated by words. 


by the design philosophy," Bruce 
explains. "We wanted to put the 
player into a Star Trek episode from 
the TV series. Most of the decisions 
flowed from that premise. We felt 
half the appeal would be to interact 
with characters from the actual 
series. The big difference from other 
adventure games is that Star Trek 
puts four characters - Kirk, Spock, 
McCoy and a Security Officer - under 
your command rather than just one." 

"Space combat was tense and 
exciting in the original series," he 
continues. "We debated a number of 
approaches but in the end, to get 
that excitement level and utilise the 
starship Enterprise itself, we went 
with a 'space combat simulator' 
style." Star Trek's original makers 
Paramount have also had a part to 
play, mainly in a supervisory role. 
"They wanted to ensure that the 
game remained true to the original 
characters and background," Bruce 
explains. "On one point they were 
very clear - if you kill a continuing 
character like Kirk or Spock, the 
game ends and you lose. That's why 
we have the security officer (known 
lovingly as Ensign Expendable) there 
as a safety valve - you can make a 
lethal mistake and still continue 
play." 

The Amiga version of Star Trek 
currently has five people working on 


it - two of‘whom worked on the PC 
original, with an impressive four 
admitting to being genuine Trekkies. 

The game's just reached what 
techy development types call an 
'early alpha' state - the space combat 
section is all but complete, but the 
adventure-style missions (which 
employa icon-based player interface) 
still need a lot of work. At the 
moment the game sits on eight 
disks, one for each of the game's 
'episodes' - "But," says Bruce, "final 
compression will probably allow 
some pairs of scenarios to occupy a 
single disk. In a two-drive system, we 


envision the system being run with 
the startup disk (and space scenar¬ 
ios) remaining in the boot-up drive 
and ground missions to be inserted 
into the other drive as required. On 
a hard drive, of course, there will be 
no disk swapping." 

With work on Star Trek due to be 
completed in early December, the 
game may be in the shops in time to 
ring in the New Year. Of course we'll 
be giving it a full going-over as soon 
as a copy beams into the office, so 
until then you'll just have to be 
patient. We have to say we can hard¬ 
ly wait ourselves... 


(Below) Star Trek's mission sections 
are entirely icon-controlled and fea¬ 
ture such favourite objects as the 
Tricorder, phasers (set to kill or 
stun) and Doctor McCoy's cure-any- 
thing medical kit. 


























SUMMER 1940: 
France is defeated, 
Britain stands alonel 
against the enemy, I 


THE BATTLE OF BRITAIN 


Summer 1940. The future of World War II hangs in the balance. 
The cream of the German Luftwaffe and the aces of the RAF 
are locking horns in their most crucial confrontation yet - The 
Battle of Britain. 

Over 50 years on, you have the chance to re-live 
that famous battle and play the part of a British pilot or a 
German flying ace. Your performance determines whether the 
outcome is a repeat of the British victory or an unprecedented 
German success. 

Programmed by the team that brought you 
“Flight Of The Intruder”, the definitive 90’s flight sim, Reach 
For The Skies exploits the same unparalleled technology and 
reaches new heights of historic realism. 

• Re-live the crucial days of the battle as controller, pilot 
or gunner. 

• Includes huge array of in-flight options and controls. 

• Choose from eight meticulously recreated aeroplanes - 
Spitfire, Hurricane, Bf 109, Bf 110, Ju 88, He 111 

or Do 117. E 

• Features record and playback modes - watch and p 
re-watch your favourite dogfights. 

• PC version includes multiple sound board 
support, 256 colour VGA graphics and Gaurad 
shaded aircraft for extra realism. 

Available on PC and 100% compatibles, Atari ST * 
and Amiga. 





























WORK IN PROGRESS 



W restling has never been an 
easy game to convert to 
the home computers. The 
only semi-decent one I can remem¬ 
ber was an ancient 8-bit game from 
Melbourne House (remember 
them?) called Rock and Wrestle, 
named as such because rock music 
played whilst you wrestled. In fact, 
the only Amiga wrestling game we 
can remember at all is the hugely 
successful (but immensely rubbish) 
WWF. Transforming such a physical 
sport into a playable and enjoyable 
game is only a job for the coura¬ 


geous and it is Arc Developments 
(who seem to be all over the place 
nowadays) who have been chosen 
to try and make up for last year's 
let-down. 

Wherease the first WWF game 
was based around straight 'one-on- 
one' combat, European Rampage is 
tag-team. Having formed a two- 
man hit squad from either Hulk 
Hogan, Bret 'Hitman' Heart, the Ulti¬ 
mate Warrior or Macho Man Randy 
Savage, you then have to fight your 
way around the globe in an effort 
to become the hardest leotard 


wearers in the world. There are four 
different fight arenas, one in Eng¬ 
land, Germany, France and finally 
America, with three tag-teams to 
tackle in each. 

There are two modes of play to 
chose from. If one person is playing 
alone then the computer takes 
charge of the non-fighting charac¬ 
ter. If the single player gets into a 
spot of bother then the computer 
will leap into the ring (well, the 
computer-controlled player, not the 
computer itself) and attempt to 
wrestle the opponent off using a 


(Left and below) 
There’s a wealth of 
factual information 
contained in the 
main game and 
these screens are 
typical of how the 
various statistics of 
the Tag-Teams are 
displayed. There 
will also be an 
accompanying 
piece of music for 
each team - based 
on the Team's real 
theme tunes. 



variety of moves. The player then 
assumes control over the 'active' 
wrestler. In two-player mode each 
player controls a separate fighter in 
the tag-team, necessitating the 
need for team tactics. 

Beat-'em-ups live or die on their 
feel and the variety of the combat 
moves available, so just how many 
moves are there going to be? 
"Absolutely loads," replied Paul 
Walker, who is handling European 
Rampage's graphics. "Certainly too 
many to go into here. All the moves 
are progressive which means the 
same joystick movement in one 
instance, say when running around, 
will not be the same as when you're 
involved in a headlock. We made 
the movements very easy to select 
so there should be no problem with 
the control method." 

As you can see from the shots, 
the ring size has been reduced dras¬ 
tically compared to the first WWF 
game. Although the screen scrolls 
slightly allowing players to leap out¬ 
side the ring, the basic action will 
be contained more or less in the 
convenient bite-size chunk us tech¬ 
nical gurus call 'the screen'. 

The simple reason for this is that 
Arc are intent on making the game 
as action-packed as possible. 
"Instead of having the player run¬ 
ning around all the time trying to 
attack the other character with lots 
of space to 'get lost in', we've kept 
the ring small so that the action is 
always there," explains Paul. "We've 
deliberately omitted the bashing 
each other with objects so that we 
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HAWK 

One half of the awesome 
Legion of Doom tag-team, 
this guy is definitely not 
to be messed with. 


BRET "HIT MAN" HART 
The newly-crowned WWF 
Champion, the Hitman is 
called the "excellence of 
execution" for his top skills. 


ANIMAL 

The other half of the LOD. 
You can tell who's who, 
because Animal has a spi¬ 
der on his nut. 


HULK HOGAN 
Hooray! Still the perennial 
favourite, even though he 
doesn't actually wrestle 
anymore. Sniff! Sniff! 


can keep the 
amount of actual fighting 
moves to the maximum possible 
within the memory constraints. 
There are 108 animation frames per 
character, all drawn in 16 colours, 
with a total of twelve characters so 
we're already nearing the maximum 
memory available. All the graphics 
have been drawn from scratch so it 
has taken a long time to reach the 
finished stage we see now. 

"We originally worked out all the 
moves we wanted to do and then I 
went ahead and started drawing the 
graphics. We found that when we 
began implementing moves, there 
were a number of other animation 
frames we had already drawn that 
we could use to make movements 
flow more freely. For example, to 
get from outside the ring, roll under 
the rope and stand up in the ring 
requires fourteen frames. These 
frames, however, are not all dedi¬ 
cated exclusively to that move, 
they're flexible enough to be used in 
other animations so everything is 
really nicely animated." 

Some people are very wary of 
how they are going to be repre¬ 
sented in computer form and every- 


(Left) Many of you will already 
know this chap. It's Sean Mooney 
and he often appears in the game to 
introduce the matches and the like. 


PROJECT: WWF European 
Rampage 

PUBLISHER: Ocean 
DEVELOPER: Arc Devel¬ 
opments - 
Chris Coupe 
(Programming) 

Paul Walker (Graphics) 

Jon Harrison (Intro Graphics) 

INITIATED: April 1992. 


As you can see from the screen shots, 
the graphics are radically different 
from the original's cartoony style. The 
actual ring has been reduced in size to 
single-screen so that play is more 
focused and immediate. 


"We tried not to really take 
much notice of the original 
WWF; we just decided that we 
were going to do a wrestling 
game and then worked out how we should 
do it. And I think that we've come up with 
the best game possible." 

Paul Walker 

WWF European Rampage graphic artist 


thing in European Rampage has had 
to be sent over to WWF organisers 
Titan Sports for approval. So far, 
however, their comments have been 
minimal. "The comments that they 
have sent back have been good," 
Paul chips in. "It's quite a kick to 
receive these compliments and think 
'Yeah, I agree with that'." 


Sound will take the form of the 
four wrestler's theme tunes which 
will play on the player select screen. 
"In real life each wrestler has his 
own song so we obtained a tape of 
these songs and reproduced them 
on the Amiga. There's a few more 
sound effects to go in there yet and 
we may be including some speech. 


MEET THE SUPERSTARS OF WRESTLING! 


although that can't be guaranteed." 

Obviously when working on a 
sequel, the criticisms of the original 
game have to be taken into account. 
Even though WWF1 was slammed 
by the press it still sold by the buck¬ 
et-load and, rather surprisingly, Paul 
doesn't dislike the first game. "It 
was quite good," he piped. "To be 
honest I never saw the criticisms at 
the time as I was too busy working 
on The Simpsons game." 

When asked whether he thinks 
European Rampage improves over 
the original he's not so sure. "I 
wouldn't necessarily say that it 
improves upon WWF; it takes a dif¬ 
ferent track. I don't really think you 
could compare the two games. In 
this game the ring is totally differ¬ 
ent, the players are more life-like 
than cartoony, there's a lot more 
different moves and the other game 
was very similar to the arcade 
whereas this one is completely dif¬ 
ferent. We tried not to really take 
much notice of the original WWF; 
we just decided that we were going 
to do a wrestling game and then 
worked out how we should do it. 
And I think that we've come up with 
the best game possible." 

WWF European Rampage will be 
released in the next couple of 
months and should hopefully take 
the wrestling game forearm 
slapping into the Nineties. 










































T hese CharacteriSticks are rather 
good, aren't they? Now you 
can play the game of the film 
using the joystick of the film - smart! 
There are five different joysticks to 
choose from: Bart Simpson, Alien 3, 
Terminator 2 and two Batman 
designs, one based on the film and 
one on the Saturday-morning car¬ 
toon. And the price of these aes¬ 
thetic marvels? Just £12.99. Bargain! 

Of course, enter this compo and 
you could win a joystick for nowt. 
Because - yes! - we have 25 brand¬ 
spanking-new CharacteriSticks to 
give away, all thanks to the over¬ 
whelming generosity of Cheetah, 
purveyors of highest-quality joy¬ 
sticks since 1986. And it's so easy to 
enter, even we could do it! (Steady 
on - Ed.) 

WHAT YOU HAVE TO DO... 

Okay, it's get out your paper and 


crayons time again. Imagine that 
you've just been made top cat at 
Cheetah. (Get it? Cat. Cheetah. Bril¬ 
liant. I'm wasted here, you know.) 
Having parked your bot into the big 
boss's chair, rearranged the execu¬ 
tive toys on your desk and ordered 
some new business cards, you settle 
down to your first task of the day - 
designing a new joystick to join 
Cheetah's CharacteriStick range. 

Let your imagination run riot. You 
can pick anyone or anything as the 
subject for your 'stick. Be wacky. Be 
outlandish. Be funny. Then, when 
you've thought up a good idea, 
sketch it on a piece of paper, com¬ 
plete with any illuminating com¬ 
ments and/or annotations and send 
it in to us. The 'sticks that we deem 
to be the most original, interesting 
and amusing will win one of the 
twenty-five Cheetah Characteri¬ 
Sticks. Easy, eh? 


25 CharacteriSticks up for 
grabs in this smashing 
Cheetah competition! 


Fill in this coupon, attach it to your joystick design and send it to: Stick This In Your 
Cakehole Compo, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. 
Alternatively, if you don't want to cut up the mag, just make sure your personal details 
are written clearly on your entry. All entries must reach us by 21st December 1992. 

Name: 

Address: 


























INTERNATIONAL COMPUTER ENTERTAINMENT 
BRIDGE HOUSE MERRYWALKS STROUD GEOS GL5 IQA 


FAX : 0453 756998 


TEL : 0453 756993 
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THE HARD-HITTING BIG THREE JOIN FORCES TO BRING YOU 

THE WILDEST 

COMPILATION PACK 
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So then r Richard, what did you 
used to do before you became 
involved in the so-called 'Comput¬ 
er Industry'? 

Well, I've done lots of things. I used 
to be a Staff Writer at ATV Music, a 
recording artist doing a number of 
different things with various bands 
and I've also worked with Trevor 
Horn [a rather famous record pro¬ 
ducer who, as it turned out, wrote 
most of the Frankie Goes To Holly¬ 
wood songs amongst a number of 
other things] and Hugh Padghan who 
produced a lot of Phil Collins's stuff. 

What made you move from live 
music to computer music? 

I was looking through the adverts in 
the back of Melody Maker when I 
came across one from Palace Soft¬ 
ware which stated that they needed 
somebody to compose music for one 
of their games. One thing led to 
another and I ended up composing 
a theme which, thankfully, they liked. 
It's all gone on from there, really. The 
first thing I wrote was Cauldron 2 on 
the Commodore 64. 

Was it hard writing on the C64? 

When Stan Schembri, the program¬ 
mer, finished the game we looked at 
what music packages were available. 
The main one we gave the once-over 
to was the Advanced Music Studio, 
from Rainbird, complete with fake 
keyboard overlay. We sat down and 
actually figured out what it was 
doing and Stan wrote my own cus¬ 
tom program to do the same. I'd 
write the music on that, copy down 
all the numbers that it would pro¬ 
duce and then feed all that informa¬ 
tion into the main game program. 
Pete Stone, the Palace Boss would 
play me Rob Hubbard [perhaps the 
most famous musician on the 64 
back in the eighties] tracks and say 
do it like that. 

What software do you use now? 

The program that I produce most of 
my music on is another custom made 
jobbie written by Alan McCarthy and 
Andy Smithers from Vectordean. 
They're both quite talented with 
sounds so the program is excellent. I 
have used MED and SoundTracker 
but the trouble with those is that 
they take up too much memory 
whereas this one doesn't, making it 
more flexible. It's got an excellent 
waveform generator as well. 

How much memory are you allo¬ 
cated for an average game? 

It all depends. The Chaos Engine is 
over 200K whereas Robocod was 
30K. It's often hard working within 
the constraints of, say, Robocod, 
especially when you see a game like 
Zool which looks as though they gave 
a lot of memory over to the music. 



Oh JUlister 
Songwriter 

I bet you that you've heard of this man. Or, rather, you've heard of 
something by him. Richard Joseph has been responsible for the aural 
tapestry in many of the Amiga's biggest releases over the past few 
years, including Sensible Soccer, Speedball 2, Mega-lo-mania and the 
rather excellent Gods. Seeing as how he's involved in so many games, 
we decided that it was high time your good selves were introduced 
to the man behind the music. So, then, dear readers, put your hands 
together and then sort of slap them with each other as we present 
for you... Mr Richard Joseph! Simon Byron is your chat-show host. 



O 
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I'm often supplied briefs which are, 
quite frankly, over ambitious for the 
amount of memory I'm given. 

What sort of briefs are you given 
for games. Do they describe every¬ 
thing or are you left pretty much 
to improvise? 

Once again it all varies. For The Chaos 
Engine, Eric Matthews did a really 
detailed brief right down to the indi¬ 
vidual sound effects here and there. 


He even made noises over the phone 
to me saying things like "Make it 
sound like this - thhhhhh!" John Hare 
is another one who'll put an immense 
amount of detail into the specifica¬ 
tion but other times I'm pretty free to 
do what I want. For instance, with 
the James Pond music [all variations 
on the original Bond theme], I wasn't 
actually told to do it that way so it 
was nice to be able to have the 
chance. Most of the time, though, I 


like to have everything to do with the 
music down in writing or even exam¬ 
ples of music played to me, so that I 
know exactly what to do and don't 
have the opportunity to get anything 
wrong. 



You didn't get into trouble for 
using the Bond themes in James 
Pond,then? 

No, somebody did pick up on it 
but we managed to smooth 













things over fairly easily. One which 
we would have had the most prob¬ 
lems with was the original music for 
The Aquatic Games which was a vari¬ 
ation on the Chariots Of Fire theme. 
It had to be pulled from the game 
unfortunately which I was a little 
upset about because, for me, it was 
one of the best pieces in there. 

What would you consider to be 
the best piece of music you've 
written? 

There are many of my tunes which all 
work as well as each other, although 
on slightly different levels. I've always 
been very keen on the 'Hill Billy' 
music I wrote for a game called 
Moonshine Racers which unfortu¬ 
nately bombed. I could pick out a 
number of pieces that I'm pleased 
with, the shop music in The Chaos 
Engine, for instance. Quite often, 
though. I'll write something which is 
particularly excellent and then two 
weeks later I'll hate it. 

Have you ever written a piece of 
music which you've really loved 
but other people have not liked or 
not given you any credit for? 

I was really knocked for doing the 
theme music for Global Effect. The 
actual game itself had no more than 
a couple of beeps here and there so 
the theme tune I wrote for it was 
really well received by the actual pro¬ 
grammers although no-one else 
seemed to take much notice of it, 
unfortunately. It's fairly upsetting 
when the music is not mentioned at 
all. I take it all with a pinch of salt 
nowadays although it used to really 
worry me to the extent that I'd think 
that I wouldn't be employed again if 
my last piece wasn't raved about. 
The theme I did for Barbarian on the 
64 was, I thought, really ambitious 
but it wasn't very well received 
because people didn't want to be 
astounded in those days, they want¬ 
ed really good music as long as it 
sounded like Rob Hubbard. 

Do you think that music is an often 
overlooked aspect of a game? 

Not so much nowadays, it's only 
overlooked in so much as the budget 
available in terms of memory, 
although I don't argue with that as 
the programmers know exactly what 
they're doing and I just have to put 
up with it. Companies are starting to 
realise now that gamesplayers expect 
a lot more from a game. 



Have you reached the stage yet 
where you feel restricted by the 
Amiga's hardware? 

No, not at all. I love working on the 
Amiga - it's great fun - although if I 
did something on, say, the 
Roland with its great big reverb 

P 



“It's often hard working within 
the constraints of, say, Robocod, espe¬ 
cially when you see a game like Zool 
which looks as though they 
gave a lot of memory over to 
the music/' 


sound effect, it's always nearly 
impossible to obtain the same results 
on the Amiga afterwards. Once you 
get into the swing of it, though, the 
Amiga's charm and style more than 
make up for this. Whatever instru¬ 
ment I'm working on I'll aways go 
back to the Amiga. Due to the mem¬ 
ory restrictions you'll end up with a 
finished piece that sounds tight, 
which is no bad thing, but often I'll 
shave the beginning of a sample off 
just to save that little bit extra mem¬ 
ory. No matter how short a bass 
drum sample is you can always make 
it shorter. 

How does writing computer tunes 
differ from composing 'real' music? 

It's wildly different, the two styles 
couldn't be further apart. Sitting at a 
keyboard and just doodling is some¬ 
thing that you just would not con¬ 
sider on the Amiga. There are quite a 


few tunes that I've written using the 
Roland that need to be copied across 
onto the Amiga and translating a fin¬ 
ished piece onto the computer is real¬ 
ly difficult, because you find that 
you've got all this orchestral-type 
arrangements that couldn't possibly 
work on the Amiga. The biggest chal¬ 
lenge is trying to create a song which 
sounds as if it is a real piece with all 
the associated instrumentation, like 
the banjos on Moonshine Racers. 

Is there anything which you would 
like to do now but feel you can't 
because the technology is simply 
not there? 

No, I don't think so. The thing with 
the Amiga technology is that it's so 
advanced anyway. It's been respon¬ 
sible for so many things in the past, 
like adverts and such, that it's being 
used for a whole variety of applica¬ 
tions. 


How was the Gods title music cre¬ 
ated? 

The actual piece. Into The Wonderful, 
was written by John Fox and Simon 
Rogers to be released at some stage. 
Eric Bitmap heard it, gave me a tape 
with loads of mixes on it and said 
"Make me a three minute version." 
The whole track consisted of samples 
which were just cut up and used here 
and there much the same way as the 
Magic Pockets theme. We originally 
went into a studio and took the 
music from the original 24 track tape. 
I really wanted to use vocals on that 
track but Betty Boo wouldn't allow 
it. 

Have you ever been disappointed 
at all when you heard your music 
in the finished game? 

Yes, on occasions. What you get 
sometimes is the "We need the music 
today, it's got to be out by tomor¬ 
row" situation and I like to have as 
much time as possible on my music, 
obviously. That's part of the reason 
that Speedball 2 turned out so well 
because I went to see Eric just after 
Christmas and we spent a week just 
tweaking and tweaking it until it was 
great. Sometimes I receive a finished 
game back (and I'm not mentioning 
any names here) and I just don't want 
to load the game because I know that 
the brief was kind of half-hearted or 
things are just not how they should 
be. I will mention that I thought the 
ball was too loud in Sensi Soccer, 
though - are you listening Jon? 

You actually get involved with the 
sound effects as well r like the 
speech in Speedball 2? 

If there's a budget for this I prefer to 
use real actors for speech like we did 
on Falcon on the CDTV and Megalo¬ 
mania. I have lots of sound effects on 
DAT tapes which we use, although I 
don't have a really good stone-grat¬ 
ing noise, so if anyone out there has 
one then perhaps they can send it in. 
The 'ice-cream' on Speedball 2 was 
originally going to be very quiet and 
subtle but Eric turned it up to the vol¬ 
ume we have now. Ask me about 
Jim'll Fix It. 

Er r okay. I hear you've been on 
Jim'll Fix It recently, do tell us 
more. 

A viewer wrote in to Jimmy asking if 
he could see how a computer game 
was produced, so the TV crew took 
him up to Millennium where I 
showed him how I write all the game 
music. I also wrote a special remix of 
the Jim'll Fix theme in the style of 
Robocod, mixed with a load of dif¬ 
ferent speech samples from Sir James 
of Saville himself, which was quite 
good fun. It should be shown on the 
special Boxing Day edition. 
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FEATURE 


It's the machine they've all been 
speculating about but at last it's 
here. In fact, the new Amiga 1200 
should be in the shops as you read 
this. What can it do? What does the 
software industry think about it? 
What are its chances against the con¬ 
soles? And, perhaps most important, 
what price is it? David Upchurch, 
roving reporter, found out... 





I "This is the most signif- 
I icant moment for the 
I Amiga range since the 
A500 was launched in 1987. The 
Amiga 1200 is brand new technolo¬ 
gy. We're confident it will lead us 
right through the Nineties." 

So speaks a bullish Kelly Sumner, 
Commodore's MD, at the October 
launch party for the Commodore 
A1200. Yes, the long-awaited 'Super 
Amiga' is finally here and should be 
hitting the major high-street stores 
as you read this. Weighing in at a 
very attractive £399.99 price-point, 
it boasts the same enhanced chipset 
that's fitted inside Commodore's 
high-end A4000 workstation. But 
what does that mean to you, the 
consumer? Come tip-toe through the 
tulips with me and find out... 

Commodore A1200: 

An Overview 

Imagine an A600 stretched width- 
ways with a numeric keypad bolted 
on to fill out the empty space and 
you've pretty much got the 
A1200. The reintroduction of 
the keypad was a wise idea - 


The Dream Machine 


not only does it shut up all the grum¬ 
blers who complained when it was 
removed from the A600, it also 
makes the the A1200 a visibly new 
and different machine and one you 
wouldn't mind paying £400 for. In 
addition there are a couple of 
unmarked keys - what they're used 
for is anybody's guess! 

The floppy slot and the mouse/joy¬ 
stick ports are positioned conve¬ 
niently on the right-hand side of the 
machine, and round the back there's 
the usual row of video/communica¬ 
tions ports.' Sadly, however, the 
A1200 lacks a large expansion port 
(like the A600 did), so if you've 
bought an A590 hard drive or an 
A570 CD-ROM drive then you'll not 
be able to hook it up to the A1200. 

Speed 

The CPU inside the A1200 is a 
Motorola 68020 chip running at 
14.19MHz, double the speed of the 
A500/600's Motorola 68000. 
Although this would, at first, lead 
you think that the A1200 will only 
run twice as fast as a 'normal' 
Amiga, it actually performs FIVE TO 


SIX times faster because the 68020 
has a full 32-bit bus to communicate 
with the outside world. On top of 
that, the blitter also runs at a slight¬ 
ly higher speed. 

Graphics 

The A1200 boasts a palette of 16.8 
million colours, of which Com¬ 
modore claim a maximum of 
256,000 can be displayed at once. 


presumably in some sort of 'Super 
HAM' mode. If this is the case then 
since such a mode consumes CPU 
time to generate the display it's like¬ 
ly to have limited application to 
games. 

The 256-colour graphics mode is 
the one that's most likely to be 
exploited by games designers, and it 
puts the A1200 on a graphical par 
with PCs fitted with VGA. The practi- 
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A1200 TECH SPECS 

And now, for all you Tefal heads out there, we presented the full, uncensored 
specifications of the A1200... 


PROCESSOR: 

CUSTOM PROCESSORS: 

CHIP MEMORY: 


FAST MEMORY: 


ROM: 


EXTERNAL INTERFACES: 


INTERNAL INTERFACES: 

KEYBOARD: 

INTERNAL DRIVES: 

EXTERNAL DRIVES: 

VIDEO DISPLAY: 


Mouse & joystick. 

RS-232 Serial. 

Centronics Parallel. 

Floppy drive. 

68-pin PCMCIA 2.0 memory card. 

RGB video. 

Colour composite video. 

RF modulator. 

Stereo audio. 

40-pin AT IDE. 

150-pin CPU local bus. 

Integral 96-key. 

3.5- inch floppy drive (maximum 880K formatted). 

2.5- inch AT IDE hard drive mounting provided. 

Up to two compatible floppy drives. 

Additional drives possible as PCMCIA accessories. 

RGB, analog and digital output; colour composite; RF modulated; interlaced and non¬ 
interlaced; up to eight bitplanes. Complies to both PAL and NTSC video standards. 
Maximum of 256,000 colours on-screen from a palette of 16.8 million. 


32-bit Motorola 68020 running at 14.19MHz. 

AA multichip coprocessor system (Alice, Paula and Lisa) 
for video, graphics, sound and DMA. 

2Mb of 32-bit RAM. 


Expandable to 4Mb of 32-bit RAM via CPU slot, with an additional 
4Mb of 16-bit RAM in the PCMCIA card slot. 


512K. 


SOUND: 


Four independent voices configured as two stereo channels. 



cal upshot of this, in the short term 
at least, is that PC games can be con¬ 
verted straight across to the Amiga, 
with no loss of detail or colour. The 
palette data are stored in sixteen 
banks', each containing sixteen 
colours. 

In addition, the dual-playfield 
mode has been enhanced so that 
two 16-colour screens can be over¬ 
laid and manipulated independently 
(as opposed to two 8-colour screens 
on the A500/600). The palette for 
each screen can be pulled from any 
of the sixteen colour banks, the net 
result being you can have a full 32- 
colour screen with some amazing 
parallax effects. Gremlin's Zool, 
enhanced for the A1200, has to be 
seen to be believed! 

As before, there are just eight 
sprites. However, their size has been 
increased so that they can be up to 
64 pixels wide and any number of 
pixels high. The sprites are 16-colour, 
and again this palette data can be 
pulled from any of the sixteen colour 
banks. By overlaying sprites on the 


32-colour dual-playfield screen (I 
hope you're managing to keep up 
with all this), you can now have 48 
colours on-screen with ease! 

Sound 

The sound chip is identical to the one 
that appeared in the A500 and A600, 
nothing added, nothing taken away. 
Some more channels would've been 
nice, but since the Amiga's sound 


chip is one of the most advanced 
around anyway, this is no great hard¬ 
ship. After all, if it ain't broke, don't 
fix it. 

Memory & Drives 

The A1200 is fitted with 2Mbs of 
on-board RAM as standard. The 
drive is the same as the one in the 
A500/600, a low-density floppy 
drive formattable to 880K. If the 


"The A1200 is brilliant; 
we're 100% behind it. 
Before Christmas we'll be 
releasing our big titles with 
enhanced graphics, but in 
the New Year we will be 
doing full A1200-specific 
games." 

Gary Bracey 

Ocean Software Director 


(Left) The Amiga 1200 in impressive 
action. But what are its chances 
aginst the Atari Falcon? 


"It's a sexy bit of kit! 
The technical specifica¬ 
tions are very impres¬ 
sive. We can port 
graphics across from 
the Macintosh or the PC 
and actually make 
them better!" 

Simon Jeffery 
Electronic Arts PR Manager 


software developers had any real 
complaint at all it was that the 
A1200 hadn't been fitted with a 
high-density drive, which would've 
permitted nearly 2Mbs of data to 
be stored on a single floppy. 

It appears that this drive format 
was chosen as a compromise. To 
keep the machine below the attrac¬ 
tive £400 price point, the choice was 
either an A1200 with 1Mb of RAM 
and an high-density drive or an 
A1200 with 2Mb of RAM and a low- 
density drive. Commodore, having 
consulted various software develop¬ 
ers, decided to go for the latter 
option. 

The Final Analysis 

The A1200's technical specifications 
are simply stunning, making the 
£399 price all the more incredible. If 
there's any justice in the world the 
A1200 will wipe the floor with the 
competition. The machine's speed 
and graphic capabilities are fright¬ 
ening; they simply blow the 
Megadrive and the Super NES out of 
the water. It even gives a 486 PC a 
damn good run for its money. 

Support for the A1200 from the 
major software companies is enthu¬ 
siastic and very positive. There's even 
going to be top-quality games and 
utilities available for the machine 
as soon as the hardware hits the 
shelves! And in the New Year, 
when the softcos start devel- 








AMIGA 1200 YS ATARI FALCON 

THE CLASH OF THE TITANS? 


It appears that Commodore see the AI200 appealing, in the near future at least, to the enthu¬ 
siast sector of the market, i.e. the tinkerers and coders, which places it into direct compe¬ 
tition with the recently unveiled Atari Falcon. Although the Falcon’s technical specifications 
are marginally superior to the AI200 (especially in the sound department), it’s £499.99 
price makes it precisely £100 more expensive than the AI200. More importantly, Falcon soft¬ 
ware for seems very slow coming. Compare that to the enthusiastic way the major software 
developers are throwing their support |BjB 
behind the AI200, and there should be 

no doubt as to the likely winner of this MBMUf IBWBr v \ 

mvBHH 1 1 

hi-tech battle. ^.. !§ m 


oping games specifically for the 
A1200 rather than enhancing exist¬ 
ing A500/600 games, you're going to 
see stuff that will gobsmack you. 

It's a shame that it wasn't possi¬ 
ble to fit the machine with a high- 
density floppy drive and keep it 
under four-hundred smackers, but of 
the two choices available the 2Mb 
RAM/low-density drive one Com¬ 
modore plumped for was probably 
the wisest. It's also a pity that there's 
no hard-drive version available as 
yet, although I wouldn't be shocked 
to see an 'A1200HD' in the shops by 
next Easter. 

But this is just nit-picking, to be 
honest. Whichever way you look at it 
there's no denying that, as EA's 
Simon Jeffery puts it, the A1200 is "a 
sexy bit of kit". With Commodore 
announcing that there will only be 
30,000 machines available before 


Xmas, you'd be wise to reserve a 
place in the queue as soon as possi¬ 
ble. I have! 

So where does that leave the A600? 

Still very much alive and kicking, is 
the answer. Commodore is obvious¬ 
ly still highly-committed to the 
A600's success - this Christmas will 
see the launch of the company's 
biggest advertising campaign ever. A 


huge £3.5 million is being spent on 
advertisements on TV and in nation¬ 
al newspapers and magazines. The 
only way you'll be able to avoid hear¬ 
ing about the Amiga this Christmas 
is if you spend the festivities down a 
deep, dark hole. 

But the A600 won't be around 
forever, which is why now has to be 
the best time to unveil the next stage 
of the Amiga's evolution. We'll let 
Kelly Sumner have the final word: 
"When the Amiga 500 was intro¬ 
duced, the C64 became the entry- 


level machine. Eventually, of course, 
the Amiga 500 went mass market. 
We see the same pattern being 
repeated again. Now the Amiga 600 
is the entry-level machine. But in 
time the Amiga 1200's user base will 
broaden from enthusiasts to mass 
market. 

"The way forward has to be 
sophisticated 32-bit computing. 
Look at the PC market, where the 
486 machine has supplanted the 
286. With this launch we're simply 
staying ahead of the game." 


WHEREFORE ART THOU, SOFTWARE? 

It always seems to be the same. A new wonder machine comes out and 
there’s b*gger all software to run on it. However, with the AI200 Com¬ 
modore seems to have got it pretty much right. It’s claimed that there 
will be 15 to 20 titles available before Christmas, all enhanced to take 
advantage of the AI200’s advanced capabilities. 

And they’re top-name titles, too, such as Gremlin’s Zool (which fea¬ 
tures some stunning parallax effects), MicroProse’s Civilisation (which 
now looks identical to the PC version) and Origin’s Wing Commander 
(which moves like greased lightning). 

As for compatibility it’s claimed that something like 60% of the games 
already available will work on the AI200 but that might be Commodore 
being a little pessimistic. Ocean, for example, has found that of all its 
titles released over the last 18 months only two don’t work with the 
AI200, namely WWF and, surprisingly, Epic. 


"I'm very pleased that 
Commodore have made 
the move with the 
A1200 when they have. 
^ The software industry 
k desperately needs the 
home computer market 
to stay buoyant." 

Ian Stewart 

Gremlin Managing Director 


"The way forward has to be sophisti¬ 
cated 32-bit computing. With this 
launch we're simply staying ahead of 
the game." 

Kelly Sumner, Commodore Managing Director 
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MAGIC IS 

REAL! 


rom the creators of EYE OF THE BEHOLDER I & II, 

comes The Legend of Kyrandia. 
A land of dark mysterious forests and sleeping dragons. 
?ring rubies and emeralds. A land of breathtaking beauty 
5 to unravel. Tbe land of Kyrandia. Gorgeous scenes and 
ealisiic animation draw you into tbis fantasy adventure. 
Elegant point and click control makes it easy to play. 
Tbe full orchestrated soundtrack will captivate you. 

THE LEGEND OF KYRANDIA AWAITS YOU. 
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—-- DAVID UPCHURCH 

- z - 

, wtjfo The slave driver Editor has been 

r really cracking the boss-type whip 
f this month. Late nights all round 
jSSp? ii have been the order of the day 
4§ll w * t * lout so muc * 1 as a free beer or 
anything. There's rumours of a 
work mutiny here at The One towers within the 
next few days so you may notice a few changes in 
the next issue, I can tell you. Hopefully things will 
be different and, come Christmas, he'll be dusting 
down the Santa suit and popping down our 
chimnies, rosey-faced and pie-eyed (for a change). 


m GARY WHITTA 

M lt's been a big month for Gary since 
f we last spoke. He's spent most of 
his spare evenings out down the 
-4 pub (for questionable reasons) or 
llll? cheering on Tottenham 'Hot'spurs 
on Saturdays, for reasons unknown. 
He calls himself a Spurs fan but when asked to 
name the colours of their strip on a pub trivia 
machine, he pressed the wrong button and lost all 
chance of the Team winning a few bob to 
supplement their meagre earnings. By the way, 
presents and Christmas 'tips' to the usual address, 
please. 


THIS MONTH S FAVES 

The games that have helped us make it through this 
issue with our sanity intact are, in no particular 
order, Sensible Soccer VI.1, No Second Prize, 
Sensible Soccer VI.1, the game they call 'Caffeine' 
taking and, of course, not forgetting Sensible ^ 
Soccer VI.1. / 


THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 


-—I SIMON BYRON 

Simon has spent most of the last 

8 ^1 month harping on about the 

Batman cartoon shown on Saturday 
* mornings. Things have become so 

'ft- 

bad that he's thinking of changing 

-- his name to Bruce Wayne by deed 

pole. We even caught him wearing a rubber suit 
and mask the other day, but decided that it's only 
normal for a country boy to experience 'difficulties' 
when faced with depressing City life. Still, things 
could be worse, he could start snogging cats. 


-- ROB CARTER 

Anybody would have though that 
|| Rob (or Bob, or Sod) had broken a 

1 mirror in the past few weeks, 

| 4"fjf" judging by the amount of bad luck 

W*/ he's had. His newly aquired flat 

—*-* decided to do an impression of a 

swimming pool when it rained the other day so he 
had to shack up with Mike the Tramp who lives at 
the end of our road (it's high-class around here, you 
know) and to top it all off was beaten by 
everybody at Sensible Soccer (including Mike)! Can 
things get any worse? 
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Legends of Valour 

US Gold 

54 

Amberstar 

Thalion 

57 

Rampart 

Domark 

58 

Lethal Weapon 

Ocean 

60 

Air Support 

Psygnosis 

62 

No Second Prize 

Thalion 
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Tiny Skweeks 

Loriciel 
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McDonalds Land 

Virgin Games 

70 

Campaign 

Empire 
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Bunny Bricks 

Silmarils 
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B.C. Kid 

Ubisoft 

76 

Bill's Tomato Game 

Psygnosis 

78 

Mansell's World Championship 

Gremlin 

80 

Ween 

Coktel Vision 

82 

Premier League Manager 

Gremlin 

84 

Reach for the Skies 

Virgin Games 


THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 
mean? 


REVIEWS 


0-25 

26-49 

50-60 

61-70 

70-80 

81-90 

90+ 


Rubbish. Offensively low quality. 

Below average. Not acceptable by today's 
standards. 

Above average. But still plenty of room for 
improvement. 

Fair to good. Lots of nice points, but in no 
way perfect. 

Pretty smart. Above accepted standards. 
Extremely good. Top notch impressiveness. 
Simply excellent. Breathtaking. 
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I don't care what you say. As 
good as games like Eye of the 
Beholder and Dungeon Master 
were, you never truly felt like 
you were really down there in 
the depths, fighting hideous mon¬ 
sters face-to-face. All that jerking 
backwards and forwards and those 
disorientating 90° turns - it felt more 
like you were on some bizarre Ghost 
Train ride instead of exploring a per¬ 
ilous underground labyrinth. 

But that's all set to change with 
Legends of Valour. Using a revolu¬ 
tionary new first-person 3D tech¬ 
nique, it allows you to wander 
around the game world with total 
freedom, just as if you were actual¬ 
ly walking around it yourself. And 
the good news is that Legends of 
Valour isn't just a pretty face - 


David Upchurch considers his game-reviewing skills to 
be the stuff of legend, so who better to test US Gold's 
ground-breaking fantasy RPG? 


there's a good solid RPG behind the 
surface gloss. 

The game's all set in the city of 
Mitteldorf, a trading post on the 
island of Wolfbrood. The player 
starts off as a wide-eyed young 
adventurer (or adventuress - there's 
no sexism here) who's just wan¬ 
dered into town in search of excite¬ 
ment. And there's plenty to be had 
- the city is full to overflowing with 
strange characters and gruesome 
monsters. If you've got a bit of a 


weak heart then I'd advise you to 
steer well clear of Mitteldorf! 

At first the player starts off with 
a bare handful of Gold Pieces to his 
name, but by enlisting into one of 
the many Guilds and embarking on 
a few quests fame and fortune can 
be soon be earned. And, if the play¬ 
er works hard, they may even 
encounter a giant fire-breathing 
dragon or end up summoning a 
demon from Hell! Who said town 
life was dull? 



The Trolls live in tribes in one of the 
dungeons below the city. Although 
formidable foes, they have one very 
vulnerable weak point. (None-too- 
subtle hint: Big wobbly bellies.) 




One of the first things the wise player will do is join a Guild. Guilds are the 
source of power - by impressing the Guildmasters with your deeds you can 
be promoted through its ranks and thus increase your social standing, 
allowing you access to areas of town forbidden to mere plebs. There are 
several Guilds around town and the one to join depends on whether the 
player fancies being a warrior, a wizard, a cleric or a thief. Having paid an 
entry fee and performed a simple initiation quest, the player can try to 
complete more difficult quests to earn browny points with the Guild boss¬ 
es. The nature of the quests varies depending on the Guild - a warriors' 
^ Guild will challenge the player with action-based quests while a magi¬ 
cians' Guild will pose more intellectual problems. 


COMPLICATED? NAAAH! 

Although at first glance Legends of Valour's con¬ 
trol and status panel looks a bit complicated, it's 
actually very easy and intuitive to use. Everything 
is controlled by the mouse and it's amazing what 
you can do with a simple couple of mouse clicks 
these days! 


There are three major magical items to find during the game, each 
of which has a beneficial effect on the character's performance. As 
they're collected they appear in these boxes. 


Shows any items which are lying near the player's feet. They can 
then be picked up with a simple mouse click. 


Accesses the SAVE/LOAD menu, 
and things like sound on/off, etc. 


Status panel showing the player's general health, hungriness, 
thirstiness, injury level and so forth. 


Moves the player's character around the gameworld. 
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(Left) Fights can be started in a 
number of ways - by getting 
caught pickpocketing, by insulting 
somebody or most simply by pok¬ 
ing your sword in someone's face. 
Three icons control the action; one 
slashes, one jabs and other delivers 
a crushing blow. The nice thing is 
that as you fight you can actually 
see your weapon in action on¬ 
screen (or your fists if you're not 
holding a weapon). Different crea¬ 
tures have their own specific weak 
points, which you can exploit by 
using the right type of attack. If 
you're not the violent type you can 
let the computer hack away for 
you, but it won't pick out the 
opponent's weaknesses as well as 
you might. 


(Right) During play a schematic of 
Mittledorf can be called up at any 
time, which shows a bare-bones 
map of town with the player's 
position indicated by a tiny flash¬ 
ing pixel. Provided with the 
game's packaging is a large 
poster-sized version of the map, 
the idea being that as the player 
explores and learns where the 
landmarks are he can note them 
down on the map. Handy, eh? And 
if you want to find such sights as 
this trading ship, which is hidden 
deep inside the Dwarf Ghetto, its 
use is absolutely essential. 
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There are a variety of ways that the 
player can guide his character 


around. It's quickest to use the 
mouse - click with the right mouse 
button and the pointer disappears; 
the player's character can now be 
rotated by moving the mouse and 
made to walk forward by holding 
down the left mouse button. 



Indicates how many Gold 
Pieces and valuable trading 
commodities the player is 
carrying. 


Indicates the six items the 
player is carrying. Items can 
be swapped between the 
player's hand and this inven¬ 
tory with a mouse click. 


Throws whatever is in the 
player's hand. 


Displays the item currently 
in the player's hand. 


Drops whatever is in the 
player's hand. 


The top row of icons accesses all the combat moves. The left icon on the second 
row brings up a map of town, while the other two control spells. The bottom 
row icons allow the player to sleep, to use an object and to talk to someone. 
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Calls up the 
character status 
screen. 
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The player can adjust the physical size of the graphic win¬ 
dow to increase the speed and smoothness of the image 
update. This can be very useful if you want to get across 
town quickly and actually know where you're going. 
Novices, however, would be advised to stick to the large 
window size until they've got their bearings. If a fight or 
a conversation starts, the window immediately expands to 
full size to show off the character and monster animations 
at their best. 


In the casino and most of the inns you can try your hand at a bit of 
gambling, if you're feeling lucky. There are several games to choose 
from but the most popular by far is Roach Racing. Just click on a roach 
to place a bet, set the game in motion and sit back and cheer your 
insect on. Although it offers a bit of light relief from the pressures of 
life in the city, gambling's no alternative to hard work if you want 
to make some serious money. 






(Right) You can have a chat to the 
people you meet by hailing them 
down with a friendly ''Hey!'. Over 
they'll pop and the noble art of 
conversation can commence in 
earnest. By clicking on icons the 
player can Choose to ask one of 
two types of question, either 'What 
is...?' or 'Where is...?'. A list of 
names and topics to choose from 
then pops up. This list grows dur¬ 
ing the game as the player explores 
and find out about new characters, 
locations and items. If you're feel¬ 
ing a bit feisty you can insult the 
person you're talking to or even try 
to pick their pockets, although you 
should be prepared for possible 
violent repercussions... 


When you first enter Mitteldorf the first thing you should 
do is seek out an inn and rent room and board for the 
night. Not only is sleeping in the street cold and uncom¬ 
fortable, it's also illegal and you'll probably get mugged 
or worse - they're nice people, the Mitteldorfians. Your 
room also provides a safe place for you to store all your 
valuables - the chances of a thief breaking into your room 
are minimal, whereas the dangers on the streets are huge. 
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While at the inn it's a wise move to stock up on plenty of 
health-restoring food and ale. Each of the inns has its own 
specialities and some cook them better than others, with a 
consequently better effect on your vigour. Also, don't for¬ 
get to check out the local noticeboard, which is where 
you'll be able to pick up some interesting information and 
learn of possible errands that need running (for a cash 
reward, of course). 
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While at the inn it's a wise move to stock up on plenty of 
health-restoring food and ale. Each of the inns has its own 
specialities and some cook them better than others, with a 
consequently better effect on your vigour. Also, don't for¬ 
get to check out the local noticeboard, which is where 
you'll be able to pick up some interesting information and 
learn of possible errands that need running (for a cash 
reward, of course). 


Pub fisher: US Gold 
Developer: DCD 


MEMORY DISKS 

1Mb 4 


(Left) If the player becomes initiated 
into either a magic user's or cleric's 
Guild then they'll be presented with 
their very own spellbook. The book 
can be called up at any time during 
the game and a spell cast simply by 
clicking on its icon. At first the book 
contains just two very basic spells 
but as the player progresses 
through the ranks of the Guild more 
spells are added up to a maximum 
of eight. The spell effects allow the 
caster to do anything from passing 
magically through a locked door to 
casting lethal fireballs. Although the 
spells available are all fundamental¬ 
ly the same irrespective of the Guild 
joined, their potency and effective¬ 
ness can vary wildly. 
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Thank God! At last an RPG that real¬ 
ly does offer something new and 
exciting instead of the usual check¬ 
list of X locations, Y non-player 
characters and Z magic spells 
(yawn!). Visually Legends is nothing j 
short of breathtaking - the player 
has total freedom to go where ever 
he or she pleases. Until you've seen 
the 3D in action it's hard for words 
to explain just how exhilirating the 
experience can be. Even with the 3D 

■ graphic window at maximum size 
the game is still surprisingly fast and 
smooth, although there is a slightly 
annoying 'rippling' effect as the 
screen updates. However, this is a 
small price to pay for all the other 
benefits of the system, and it's 
something that you don't even 
notice after playing for a while. The 
excellent use of 3D extends to the 
combat as well - at last you can 
actually see your sword blade or axe 
head hitting home, and the 
animation on the enemies is superb. 

But good graphics don't make a 
good game, so it's good to report 
that Legends is a cracking RPG to 

was a wise move to have the 
control a single character as 
w^|#waed to a party - it makes it a lot 
easier to become immersed in the 
game. Legends is more action-orien¬ 
tated than the likes of Beholder, 
although there are plenty of puzzles 
and conundrums to keep the more cerebral players happy. 
As a game Legends is beautifully structured, so that as the 
player grows in experience and power new tasks and dif¬ 
ferent areas of the gameworld are slowly revealed, ensur¬ 
ing that the player is constantly being presented with fresh 
challenges and surprises. It's all a little bewildering at first 
(but then which RPG isn't?), but there are plenty of heavy 
hints provided by the people you meet as to what you 
should do and where you should go next so you never feel 
that lost. Legends is nothing short of a revolution in com¬ 
puter role-playing, and has become the standard by which 
future additions to the RPG genre will be judged. 

































































Meet any monsters and you're given the option 
either fight or flee. Choose to fight, and a tactical 
grid appears to the right of the main graphics 
window. The player and computer then take it in 
turns to control the party and the monsters 
respectively. During each turn the player can 
make a party member either attack, defend, move 
or, if the character's in real trouble, flee. 


Thalion's new RPG has taken Germany by 
storm, but will it repeat that success over 
here? David Upchurch finds out. 


destroy him is the magical Amber- 
star. However, long ago the Amber- 
star was shattered into thirteen 
fragments, all of which are now lost 
or in the possession of some fiend, 
so what's needed is for some plucky 
young lad (or laddess) to take up 
the gauntlet and go on a quest to 
collect and recombine them all. 
Now I don't mean to be funny, but 
I think they're talking about you. 

In play, Amberstar comes across 
as a hybrid of Ultima VI and Eye of 
the Beholder, mixing the depth, 
character interaction and size of the 
former with the first-person 3D 
immediacy of the latter. A recipe for 
disaster? Let's find out, shall we? 


O ne day, you know, some¬ 
body will be brave enough 
to write a fantasy RPG star¬ 
ring characters with nice normal 
(and easily pronounceable) names 
like Ron or Frank or Nigel. However, 
until that time arrives, we'll have to 
put up with games like Amberstar, 
where names such as Mylneh, 
Marakahn and Thornahuun are 
quite happily banded about. They 
may sound mysterious and exotic, 
but you try saying them after a few 
pints of pop. 

Amberstar's plot is far too convo¬ 
luted (and too full of those long, 
funny-sounding names) to detail 
fully here. However, suffice to say 
that there's a mad wizard at large 
and the only thing that can possibly 


sorted out on a tactical map r so why 
bother? Personally Pd rather have 
stuck with the top-down view used 
in the rest of the game all the way 
through. My other main grumble lies 
with the ocassionally unfriendly 
player interface. It's slightly over¬ 
complicated and not particularly ele¬ 
gant, and it takes a good few hours 
before you get used to its 
quirks and peculiarities. 

H However, these criticisms 
[ aside, there's lots to enjoy 
in Amberstar. Although a 

__huge game, there are few 

I JE I E dull patches where there's 
I nothing much going on. No 
matter what your predica¬ 
ment, there's always something new 
to see or do. It's perhaps a bit too 
easy to get killed when you start 
off, but once you've got some sem¬ 
blance of a party together and 
joined a Guild or two things really 
pick up. Amberstar's not going to 
appeal to everybody - although with 
a little more design forethought it 
might well have done - but ardent RF 
get their money's worth out of it. 
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Towns are very handy, not only as a 
source of gossip and adventure but 
also as a place to pick up extra 
adventurers for your party. In addi¬ 
tion, there are various warrior/magi¬ 
cian/thief Guilds to join, and 
membership of one or more of them 
is essential if you're to make any 
real progress in the game. 


A large part of the game takes place 
from this*perspective. As your party, 
represented by a little man, explores 
the gameworld the screen scrolls to 
follow his progress. Anyone who's 
played Ultima VI or similar RPGs will 
know the style. There are some nice 
touches - you can only see things in 
your line of sight, for example. 


Talk to a lesser individual and a sim¬ 
ple text box will pop up in which 
they'll say whatever they want to 
say. However, talk to major charac¬ 
ters and you can have a proper chat 
by selecting 'key words' from a list 
of topics. As you talk, more key 
words are picked out of the char- 
^ acters speech and added to the 
A list, so that these subjects can, 
in turn, can be asked about. 


Publisher: Thaliort 
Developer: In-House 
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It's Medi-EVIL! 


v^ombining the best of 
strategy puzzle games with 
dynamic action in a 
medieval battleground, 
Rampart allows multiplayer 
competition in a race against 
the clock. So fortify your 
castles, place your cannons 
and prepare for all 
out battle! 


■sill 


Available on: Amiga • Atari ST 
CBM 64 Cass • CBM 64 Disc 


TEIMGEIM 


,™ Atari Games Corporation, 


© 1991 Tengen Inc, 

Programmed by The Kremlin. 
Published by Domark Software Ltd. 
Ferry House, 51-57 Lacy Road, Putney, London SW15 1PR 
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Having never seen Rampart in the 
arcades, I can't make comparisons 
between the original machine and 
this conversion - but I can say that it 
rates as one of the strangest games 
I've seen. You'd never expect its two 
main gameplay elements - simple 
cursor-based blasting and Tetris-style 
block-slotting - to go hand-in-hand, 
but to some extent it actually seems 
to work. That said, the one-player 
game is a washout - it's just far too 
hard and the degree of accuracy 
required to hit the enemy ships is 
simply too much to expect from a 
mere mortal. However, it's in the 
dual-player head-to-head mode that 
the game works best, but even then 
it suffers from annoying flaws. I've 
no quibble with the cannon-firing 
battle rounds; they're frantic and 
fun. It's the wall-rebuilding phase 
that causes so much irritation. The 
basic problem is that the time limit is 
SO short that most of the 
time it's simply too diffi- a H 
cult to rebuild the 
walls around 


„., y° ur Wfl ; fjHBt 

own castle, let §|I.;. i M - 
alone worry about tvV 

f expanding. The 

111 IbSi i I | 1 E finnicky control sys- 
1 ■ 4bi/ tem ' w ^ ic ^ ^ as a bad 

II 1 | I B habit of dropping pieces 

|f| v JL where you don't want them, doesn't 

help either. It's a shame - if the exe¬ 
cution had been just a little better, this might have been a 
real winner. Players may get some mileage out of the more 
forgiving two-player game but those planning on playing it 
solo should, quite simply, find something better to do. 


Keyboard/5oystick/joypad 


MEMORY 

512K 


In the two-player game, each player selects a 'home cas¬ 
tle' from those available. The computer then builds a 
simple perimeter wall around it and each player plonks 
a handful of cannons in the castle grounds. It is only 
after these preliminaries have been taken care of that 
battle can commence. 


RAMPART 

Cross Tetris with Operation Wolf and what do you get? 
The latest in Domark's ever-expanding line of Tengen 
coin-op conversions, that's what. Gary Whitta girds his 
loins for battle 


Publisher ; Pomark 
Developer: 

The Kremlin 


§ amparts.' Sounds a bit rude, doesn't it? Well, actually no because 

the ramparts we're talking about here are those that make up 
I ^ the walls of ye olde medieval-style castles. Converted from the 
popular Atari coin-op, the basic idea of the game has you and a pal, as war¬ 
ring land barons, blasting away at each other's castles with mighty can¬ 
nons while expanding your own domain so as to muscle out the opposi¬ 
tion. It might sound like Populous or some other such 'God' sim, but it's 
not - what you have here is a simple cursor-controlled arcade blaster with 
the strategy provided by the need to repair the castle and expand your ter¬ 
ritory between battles. 

In the one-player game there's more of a progressive element, as the 
player attempts to fight off a computer-controlled invasion force (sailing 
in on boats and dropping off land troops) over a series of coastal battle¬ 
fields. Let the battle commence! 
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With castle walls set up and defences organised, it's time to knock seven 
bells out of each other. Each player has a crosshair used to aim the castle 
cannons - simply aim and fire, but remember that each cannon can only 
have one ball in the air at a time. Castle walls are the main target since the 
castle itself can't be damaged, but the cannons are also worth a shot at - 
knocking one out forces the opposition to replace it if he's to have equiva¬ 
lent firepower in the next round. 


(Above) In the one-player 
game the player fights a 
fleet of enemy battleships 
fast approaching the coast. 
There's the usual exchange of fire as 
castles and ships blast away, with 
the player progressing if all ships 
are destroyed before they reach the 
coast. If any do, however, they drop 
off land forces which won't hesitate 
to take your castle if you don't 
rebuild those walls in time. 

(Inset above left) The penalty for 
failure is death - by guillotine! 


Once battle has ceased the castle¬ 
rebuilding phase begins. Each play¬ 
er must fill the gaps in their 
shattered walls by slotting in wall 
sections of varying shapes a la 
Tetris. In the short time given, the 
wall around the castle must be com¬ 
pletely sealed, no matter how odd it 
looks, else the castle is taken and 
the game ends. BUT - and here's the 
clever bit - quick-working players 
can branch out and build new walls 
around the neighbouring castles 
in their territory, thus expand¬ 
ing their empire. 




















































"Hey Dave, it's a new 
movie tie-in from Ocean!" 

"Yeah, let's just wait until 
the professionals arrive." 

"What say we take a look 
at it ourselves?" 

"Whitta, you crazy 
mutha!" 

"Come on Dave, loosen 
up!" 

"I'm too old for this sh... 

(etc, etc)" 

T he Lethal Weapon licence is one of the longest- 
awaited in computer game history, having first 
been touted after the original film's appearance 
way back in 1987, and reputedly signed up by almost 
every software under the sun since then. But it took this 
year's release of the third movie in the series, and its 
subsequent slaughtering of box office records, for those 
mismatched LA cops Riggs and Murtaugh to be finally 
deemed lucrative enough characters for Amiga adap¬ 
tation. The perpetrators? Who else but good old Ocean, 


LETHi 

WEAPi 


purveyors of finest-quality film tie-ins since 1889 (or 
something). 

Having flirted briefly with alternative approaches to 
film conversion (RoboCop 3 being the most notable 
example). Ocean has reverted to type for Lethal 
Weapon, translating storylines from each of the three 
films into platform-based escapades based around the 
two main characters. Well, if it can work for The Addams 
Family, RoboCop 2 and Hudson Hawk, it can't fail to 
work here... can it? 
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Lethal Weapon begins here, in the police station, 
from where the player can do all manner of top 
things. Unfortunately you're not allowed to draw 
your gun or interact with any of the leggy lovelies 
on display, so that's some potential fun out of the 
window straight away, but never mind - let's see 
what you CAN do... 


OEEP~-*«”THE DEPTHS OF RN-BbB —- 
TRCTOBM, ME RELIVE « HDSTRGC IS 
BEING MOO AGRI5T HIS MILL. 

i*0Ui OUST GUI N RECESS HMD HEG-LUL 
THE HOSTBGE. ME BEEiVE I f MRU BE 
EEO GCI2. OUR BEST 1 NTORMHNT 


Riggs and 
Murtaugh's comic 
sidekick Leo Getz 
has been kidnapped by the bad¬ 
dies and is being held hostage in 
an old abandoned factory in 
Mission 3. As he's the best snitch 
the department has, it's up to you 
to go and get him back. 


H GttNG ~GI ~~ IIIT EfiNH I I ONBfcI J11 URLS 
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PRO* IIS THOM IHEIR RRLKETEKIMG 
HCTIVITES OUT Of I HE, FUUMfRH 


TNrTETftFVTE THE IR OOEKSIor OEN GNU 
F'RTVTMT THE MONTH LERUING THE C1TH 


DM you HCGEI‘1 IHISf MSSION ? 


Walk into the Locker 
Room to switch char¬ 
acters from Riggs to 
Murtaugh or vice 
versa. It's purely a 
cosmetic change, as 
both characters are 
identical gameplay- 
wise. It's just a ques¬ 
tion of who you like 
best - Mel or Danny. 
While Riggs looks 
good in his demin 
jacket and jeans, 
Murtaugh looks like 
he's just been 
dragged out of bed in 
his scruffy tracksuit. 
Shouldn't he be wear¬ 
ing a shirt and tie? 


In Mission 1 a bunch of drug¬ 
dealing do-badders are trying to 
smuggle their ill-gotten gains 
out of the city at the local docks. 
It's up to you to go down by the 
riverside and take out Mr Big. 

. Once you've read the briefing, 
^ you can decide whether or 
not to accept the job. 


The Computer 
Room allows the 
player to enter an 
access code, so you 
can carry on a mis¬ 
sion from the level 
you last reached. 


H SUieHML GROUP OFHFHMHT ICHI 
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Mission 2, and this time a fanati¬ 
cal terrorist group is threatening 
to blow up Los Angeles with a 
giant bomb that they've 
managed to hide in the city's 
sewers. Stick a clothes peg on 
your nose and get underground 
to capture the madmen and 
defuse the device. 


Lethal Weapon in fact boasts 
five missions, but you can only 
access the first three at the start 
of the game. The other two are 
classified and lie beyond this 
locked door... 
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Publisher: Play Byte 
Developer: In-house 


£25.99 Out Now 


Keyboard/joystick/joypad 


MEMORY DISKS 

512K 2 


Although Lethal Weapon 
isn't quite as platform- 
based as, say. The 
Addams Family, there are 
plenty of Mario-esque 
elements. In the dockyard 
on Mission 1, for exam¬ 
ple, the player must 
negotiate this very 
improbable set-up of 
moving girders and 
swinging chains in order 
to make progress. Many 
of the jumps have to be 
pixel-perfect, and with 
long falls sapping energy 
there's little margin 
for error. 


Entering doors takes you into new areas - and 

introduces you to new dangers. Take these fellers, who lob sticks of highly- 
explosive dynamite at you - very nasty. For some strange reason, the many 
nondescript barrels in the game explode as well, but only when shot or 
punched. The explosions harm you, but not the bad guys. Weird. 




Riggs and Murtaugh each have a pis¬ 
tol that takes six bullets in a maga¬ 
zine. It may not seem like much, but 
fortunately you've got loads of mag¬ 
azines in reserve and there are plen¬ 
ty more to be found lying about the 
levels. Also, keep an eye out for 
magnifying glasses that award a 
points' bonus and hearts that top up 
your energy. 


Down in the sewers 
on Mission Two, and 
things are starting 
to get a lot tougher. 
Now the baddies are 
kitted out with 
some real hardware, 
including rocket 
launchers and flame 
throwers! There are 
no extra weapons 
available, so you'll 
just have to make 
the best of it 
against increasingly- 
difficult odds. 


If you run out of ammo or an enemy 
gets too close, the pistol is discarded 
in favour of Mel/Danny's martial arts 
skills, with karate kicks and punches 
replacing the more satisfying 
bullets. Apart from kung-fu fighting, 
the player's athletic abilities include 
ducking to avoid bullets, climbing 
ladders and ropes and, of course, 
jumping from platform to platform. 


h I ! i VTiCtE [P^T 

Lethal Weapon is a game that I both 
like and dislike. On the one hand it r s 
a competent platform-based arcade 
actioner. On the other it r s a shock¬ 
ing waste of some potentially explo¬ 
sive licensed subject matter. Strong 
on comic-book characterisation and 
big explosions, the Lethal Weapon 
movies have always been perfect for 
action-game interpretation. A 
police storyline with two very dif¬ 
ferent main characters - there's 
oodles of potential there. 

Unfortunately, Ocean's game 
makes little use of the wealth 
of available material, taking 
the two leads and giving 
them irrelevant and uninspired 
platform landscapes to run around 
in - in gameplay terms. Lethal 
Weapon is hardly any different 
from Hudson Hawk, Navy Seals 
and a handful of other by-the-book 
film conversions. That said, it IS a 
playable-enough game in its own 
right, if a little too tricky in places, 
and it would have been nice to have 
more control over the main charac¬ 
ter. Graphically everything is fine, 
and the music is typically impressive 
(although not a single bar from the 
film score has been used, which is a 
shame) but you can't help but feel 
that so much more could have been 
done. Basically, Lethal Weapon is a 
game that suffers from a lack of 
imagination, and sadly another pro¬ 
duction-line offering like this won't do Ocean's reputation 

many favours, especially 
when they were just start¬ 
ing to put out some decent 
games again. This may 
sound harsh, but bear in 
mind that, if you forget 
about the tie-in, Lethal 
Weapon is a good action 
game offering plenty of 
entertainment for platform 
fans. As a film adaptation, 
it's a wasted opportunity. 
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A simulation of a simulation, eh? Well, Gary 
Whitta will try anything once... 

Y ou kids don't know you're born. All these rounded, bezier-curved, 
Gouraud-shaded filled polygons prancing about the place. I don't 
know, when I was a lad we had to make our own entertainment. Our 
polygons were never filled. No, you could see right through them, like they 
were made from bits of coathanger. 'Wireframe' they were called, and they 
were a right old mess, let me tell you. None of this 'filled-in' luxury you kids 
get these days. And the local bobbies weren't afraid to give you a good clip 
round the ear. And as for this new-fangled 'instant' gravy... 

If you're a bit of an old fogey like some of us on The One, you'll remem¬ 
ber the days of wireframe 3D. Starglider, Elite, Star Wars... Ah, they were 
great days. Of course time moves on - although not, apparently, so far as 
Psygnosis are concerned. The company's latest. Air Support, features pre¬ 
cisely the same ropey old wireframe polygons that we all grew up on. Of 
course, they never did my grandad any harm, and if they're good enough 
for him, they're good enough for me. Or are they? 

Technicalities aside, Air Support is sort of a 3D/strategy/flight sim thing, 
set in the far future where real war has been abolished and all disputes are 
settled on computer-simulated battlefields. The player, having just been 
accepted into the academy which trains the simulation operators, is taken 
through a series of training scenarios, then out into the 'real' world to fly 
actual missions using a variety of air- and land-based craft. Although mis¬ 
sion objectives vary, most of the action centres around defending your own 
command centre while laying siege to the enemy's. 


As per usual with Psygnosis, the 
scene is set by a flashy ray- 
traced 3D animation, showing 
aircraft scrambling from their 
hangars and taking off. All very 
impressive, but rather short - 
what you've come to expect, 
basically. 





PLAYABILITY 




If it's a more action-packed experience you're after, 
you can take direct control of any of your vehicles and 
do battle with the coloured climbing frames (sorry, I 
mean enemy battle craft) personally. Depending on the 
type of craft under your control, there's a wealth of 
weaponry and options at your command, with 
spaghetti-like menus and HUD displays jumping about 
like there's no tomorrow. Ooh, and don't forget the 
'real' 3D mode (complete with cardboard coloured 

) glasses) which unfortunately doesn't work at all. We 
tried turning the lights off, squinting, the lot, and 
i all we got was sore eyes. 

' 


Much of the game 
is played on this 
static map screen, 
which displays all 
structures and vehi¬ 
cles of strategic 
interest. It's from 
here that way- 
points and instruc¬ 
tions are doled out 
to your ships. In 
theory it's possible 
to run an entire 
campaign without 
ever looking at the 
3D and leaving the 
ships to follow your j 
orders on autopilot. 


Sorry? Did we just go back in time 
to the late Eighties and nobody told 
me? Or is it just that the 3D 'graph¬ 
ics' in this game are hopelessly out- 
dated and completely inadequate Pub//she r. Pysgnosis 

by today's standards? Something Developer: Alaric J. 

tells me it's the latter. Of course, — 4 — 

graphics maketh not the game, but £25.99 Out Now 

it would have been nice to have Keyboard,jo ys , 

had SOME instead of the pathetic 

..... ... ... , MEMORY DISKS 

and jerky dots and lines that make 

IK I 

up the combat landscape here. It's 

been a while since I saw a game VHVV!IIV!H 

that looks so bad it positively puts 

* * ifl *J»**'* 1 ' A A MU ,j-, 

you off playing it, but Air Support Spr Jp ( \ ! w 
is one such game. The primitive feel I J fO 

is enhanced still further by the — 

hopeless CLI Amiga-speech accom- .. J 

panying the front-end menu |^///' : QQ(jH| 

screens. Of course, all of this might j (j ^ 

have been forgivable had the game 
itself been a strong one. 

Unfortunately it never really comes 
off either as a strategy game or a 
combat simulator, in both cases 
essentially because things are pre¬ 
sented so poorly. Information is 
- muddled and confus- ****? I PH(D 

ing, and it takes a J DU n) 

force of effort on the .. 1 ..:.1........ 

part of the player to 0 If E J A I L 

figure out what I I 

exactly is going on at J 

any given time. To be 

-fair to the game, j f f 

there's a lot more to it than can be 
explored in any depth in the space 

allowed here, but none of it is really that interesting. Sure 
there's lots of stuff to do, but everything is so slow and 
unappealing that there's little incentive to try any of it. Air 
Support suffers because the game is unsure about what it's 
trying to do. Is it a strategy game? Is it a 3D combat game? 
It simply can't decide so it tries to do everything at once 
and, as a result, ends up doing nothing particularly well. 
For deja vu fanatics only. 
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R-R-R-REPLAY! 


Four replay modes are available at any time during the race, so 
riders can review mistakes or watch any memorable moments 
again. Each mode is based on a different camera position. The 
standard replay shows the usual first-person view from the bike 
(A), a second mode gives a tracking shot from directly behind your 
bike (B), while a third shows the same angles, but from further 
behind for a wider shot (C). The fourth and final view (D), from a 
camera mounted behind a 'chase' helicopter that always follows 
the race leader, is the least useful but the most impressive. Video¬ 
style controls allow the player to pause, rewind and fast-forward 
through any segment of the action. It's useful enough, but likely 
to be viewed most for its impressive camera angles and graphical 
effects. Shame you can't control the bike from these exterior 
views, really. 


With the Amiga still without a REALLY decent motor¬ 
bike racer to call its own, can Thalion's much-vaunted 
effort fit the bill? Gary Whitta gets his motor running, 
or something 


F unny, isn't it, that while the Amiga has car- 
based driving games coming out of its beige 
plastic ears, it’s a bit short of the two¬ 
wheeled variety? Just what is the problem 
with bike sims that the only really memo¬ 
rable example on the Amiga is the excel¬ 
lent Super Hang-On (now nearly four 
years old)? Admittedly things have 
picked up a bit of late with Psygno- 
sis' Red Zone and EA's Road Rash, 
but if truth be told neither are 
anything to write home about. 

The really funny thing is that, 
if anything, bikes are even more 
adrenalin-pumping than cars. 

It's one thing to be safe inside 
a steel box, quite another to 
have nothing between you and 
the road but some flimsy 
leathers and elbow pads. You 
can't beat taking a corner at full 
speed and leaning RIGHT over so 
you almost kneecap yourself on 
the tarmac. So why don't we have 
more bike games, then? 

Don't ask me, ask Thalion, who've 
actually done something about this sorry 
state of affairs. No Second Prize, a bike 
racer that sits in that always-difficult midway 
point between arcade game and simulation, is a 
serious attempt to prove that just because you've got 
only half the number of wheels, it doesn't mean you can't 
have twice as much fun with them.. 


No Second Prize's storyline - for what it's 
worth - tells of a rip-roaring custom- 
made motorcycle that's been left to 
you to ride in a unique racing season 
with five other flambouyant riders. 
Before racing, the player chooses 
from one of the six characters on 
show - two gals and four fellers, 
each with their own personal history 
and racing characteristics. These 
people are not professionals, but 
rich playboy types with nothing bet¬ 
ter to do than risk their lives at 
300mph on the Grand Prix circuits of 
the world. The silly sods. 

Having select¬ 
ed a rider, 
you can 
choose to 
practice on 
any of the 
game's 20 
tracks from 
around the 
world (all 
modelled on 
their real-life 

counterparts, of course), or take on the epic 26-race sea¬ 
son against the other playboy speed freaks. Click on any 
track to read a short piece about its layout and features, then hit 
CHOOSE to go straight down to the starting line. Simple as that. 
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Publisher: Thai Sort 
Developer: Inhouse 


£25.99 Out Now 
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No Second Prize is entirely mouse-controlled. There's no joystick option, 
because the bike is steered using an analogue method - the more you move 
the mouse left or right, the further over the bike leans, so you can either 
take corners gently or scream round hairpins with your head almost scrap¬ 
ing the concrete. Gears can be either automatic or manual, and if the con¬ 
trol feels too slippery or sluggish you can always adjust it to suit your taste 
with five sensitivity settings. One word of advice, though - get a decent 
mouse mat. 


Of the other racers on the track, the 
black/grey ones are just amateur 
drones put there to get in your way 
- it's the five coloured bikes you 
have to beat if you're to win any 
kudos. Passing them is simple 
enough but at high-speed it's easy 
to ram into the back of other bikes 
by accident, causing damage to both 
bike and rider - exactly how much 
you can take before having to retire 
depends on the stats of your charac¬ 
ter. Points are awarded depending 
on your finishing position, with 
three points for a win, two for sec¬ 
ond and so on. Whatever you do, 
don't come last (i.e. sixth) - doing so 
earns you a minus point. 


The relative lack of roadside obstacles in No Second 
Prize makes it difficult to have any REALLY bad crashes, 
but the speed and responsiveness of the control means 
it's all too easy to go careening off the track and get 
bogged down in the sluggish grass. Getting back on 
track can be tricky, so there's a thoughtful keypress that 
repositions you on the centre of the track automatically 
- albeit in first gear and at a standstill. 


After each race, the whole thing is replayed in acceler¬ 
ated time on the circuit map (also displayed during the 
race), with coloured dots indicating the progress of 
each of the six competitors. Lap and track records can 
be saved to disk and reviewed at leisure. 


| rr-r rs 

You know you're in for something 
special when the intro sequence 
fires up - the camera pans across a 
mist-shrouded race track at dawn 
as the music builds, then blasts into 
a top guitar solo as the bikes 
scream past. It's very impressive 
stuff and, for a change, the actual 
game lives up to the promises that 
the intro makes. No Second Prize 
is, without a doubt, THE fastest, 
smoothest and most playable first- 
person perspective race game I 
have played. Considering the 

amount of 3D detail 
the game has to deal 
with at times it belts 
along at an incredi¬ 
ble pace, and - most 
importantly - the 
mouse-based control 
is incredibly respon¬ 
sive and feels just 
right. Combine the 
two and what you've 
got is a game that comes closer to 
simulating the sensation of high¬ 
speed racing than any other game I 
can think of; many times I found 
myself subconsciously leaning over 
in my seat as I sped round a tricky 
hairpin turn. The other riders 
behave intelligently and actually 
look quite good, considering 
they're made from just a few poly¬ 
gons, and the engine sounds as you 
roar past them are superb. With 
twenty tracks, six individual riders and more options than 
you can shake a stick at, No Second Prize isn't the sort of 
game to lose its appeal after just a few laps - this is one 

you'll be getting out again and 
again. The more I play it, the 
more difficult it is for me to 
find any real faults with No 
Second Prize - it is, quite sim¬ 
ply, a brilliant racing game, 
and one which can holds its 
head up high alongside classics 
like Lotus, Formula One Grand 
Prix and Indianapolis 500. 
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MORE THAN JUST A FLIGHT SIM 
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AV-8B Harrier Assault 
heralds the arrival 
of a new breed of 
flight and military 
simulations. 

A multi-role strategic, tactical and operational scenario gives 
the player maximum control of the military 
campaign whilst allowing the option of 
Gung Ho 1 dogfighting in one of the 
worlds most exciting and versatile 
fighter aircraft. _ 
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Programmed by Simla Ltd. Graphics The Kremlin. Sound Martin Walker 
Produced by Jim Tripp AV-8B Harrier Assault © 1992 Domark Group Ltd. 
IBM PC Screenshots 
Published by Domarf 
Ferry House 51-57 Lacy 
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Initially Tiny Skweeks looks as if it's 
going to blow the so-called socks 
off all previous puzzlers with its cin¬ 
ematic opening (a real rarity in puz¬ 
zle games), wealth of options, 
groovy music and easy-to-use con¬ 
trol system (a vast improvement 
over the traditional to-ing and fro- 
ing method used in The Power, 
Atomix and similar slidey-puzzley 
games). Trouble is, it seems as if the 
programmers spent so much time 
making the game look and sound 
great that they neglected the most 
important aspect of all - the puzzles 
themselves. The first ten levels are a 
joke with each screen requiring only 
a few simple movements to place 
the Skweeks on their Sleepers. I'm 
all for an introductory phase where 
you can get to grips with the control 
system and general mechanics of 
the game before any real challenge 
is introduced but these screens are 
of no use to anyone. Things don’t 
really get much harder either and I 
managed to reach Level 28 (out of 
101) on my first go. Even when 
Level 50 has been and gone some 
screens can still be completed on 
the first go. If that isn't enough then 
the stupid ways in 
which you can get 
the Skweeks per¬ 
manently stuck 
between arrowed 
squares, surprise 

boxes and the like, leaving no other 
alternative but to press the abort key, 
will certainly test your patience. I really don't feel good 
moaning on about this game as it is easy to see that with 
just a tad more effort (and puzzles) it could have been 
excellent. As it stands, though, it will take the average 
gamesplayer only three days to complete it and that, in my 
book, is nowhere near good enough. 


PIAYAJIIITY 


IR5TJUIILITY 


Is the newie from 
those wacky French 
funsters across La 
Manche at Loriciel 
just a rehash of old 
arcade puzzler ideas 
or a revolution in 
brainstorming 
concepts? You may 
well ask, as did 
Simon Byron 


As you can see, the early levels are 
completely devoid of challenge and 
will surely present no problems 
whatsoever to even the most talent¬ 
less gamer in the Universe. Whilst 
you ponder over the puzzle the cute 
Skweeks tap on the screen, somer¬ 
sault and generally fidget until they 
are moved to another position. 


S ometimes, if you're bang out of ideas for these opening paragraphs, 
the game manual provides an invaluable source of information. Not 
so with Tiny Skweeks - this rather flimsy stapled-togeth- 
er photocopied sheets that Loriciel call the 
'Manuel' (sic) is so badly translated that after 
reading it you are left far more confused 
than you would have been had 
you just 'jumped straight in'. 

It contains helpful guides to 
the general gameplay and 
background scenario such as: 

"You meet him whilst attending 
an intergalactic seminar on the 
newest technics on a planetary scale" 

(?) and "My children, the TINY 
SKWEEKS, have taken in hostage with a 
water phaser, the driver of their spacebus 
while he was driving them out to holiday 
camp on the moon." Errrr... yes. 

If you translate the blurb into layman's terms you gather that these Tiny 
Skweek creatures have escaped from their normal habitat and are now 
causing all sorts of havoc across the globe. The only way that the little 
Skweeky things can be stopped is by guiding them, via a rather conve¬ 
nient Tiny Skweek Controler (sic - again), to various coloured 'Sleepers'. 
Once successfully positioned on these receptacles the Skweeks fall into a 
deep slumber and, if all the Skweeks are laid to rest within the time limit, 
then the level is completed and the next reached. 

This may sound rather easy-peasy but once the Skweeks are set in motion 
they will continue walking in a straight line until they hit either a wall, 
another Skweek or are affected by one of the various objects that litter the 
play area's floor. They say simple ideas often yield the best games, but is 
this true here? You know where to look... 


On certain levels 
Switches must be 
thrown by to acti¬ 
vate the Sleepers. To 
make matters worse. 
Surprise Boxes (like 
that grey box with a 
boxing glove coming 
out of it) knock back 
any Skweek who 
approaches them. 


Every ten levels or so a new style of background 
graphics is introduced. Here in the garden some of 
the Skweeks have already been sent to sleep (aaah!) 
whilst the others are going to have to make use of 
the coloured transporters which send project 
appropriately coloured Skweeks through space 
and time (?) to the matching transporter 
elsewhere on the level. 


TINY 


SKWEEKS 
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Office 


THE PERFECT ALL-IN PACKAGE FOR YOUR HOME OR BUSINESS 


• A professional WORDPROCESSOR with powerful graphics 
capabilities and a 50,000 word spell checker. Ideal for a wide 
variety of correspondence and official documents. 


• A flexible SPREADSHEET with more than 50 functions, 
simplifying the most complex domestic monthly budgets or 
commercial cash flow forecasts. 


• A versatile DATABASE which is simple to use and powerful • A supremely friendly DISC MANAGER to make using your 
enough to deal with anything from basic address book Amiga as painless a task as possible, 

functions to club membership lists and business records. 

• Incredible GRAPHICS with more than 18 types of graphs 
and charts available to brighten up your presentations or make 
your month by month financial situation as easy to appreciate 
as possible. You can even make use of eye-catching 3D effects! 





Graphics: Enter data directly 
or load from the spreadsheet 
or database; produce pie 
charts with exploded 
segments; display bar charts 
side by side or stacked; 
overlay your graphs on an 
imported IFF picture; add a 
3D view; add text or lines... 
and more! 


Database: Build up a 
versatile card index, 
incorporate up to 50 fields 
with 70 characters each, use 
search and replace to modify 
data, do powerful multi-field 
sorting, perform arithmetic 
functions... and more! 
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Word processor: Compose a 
letter, check your spelling 
with the 50,000 word 
dictionary, mailmerge details 
from a database file, add 
graphics, wrap text around 
it, load ASCII text, highlight 
with bold, italic and 
underline... and more! 



Disc Utilities: Avoid the 
confusion of Workbench, 
create bootable files, format 
discs, copy files from disc to 
disc; make directories; delete 
and rename files, make 
multiple copies of your discs... 
and more! 


Spreadsheet: Prepare 
budgets or tables, alter 
column widths, insert or 
delete columns, cut and 
paste data, lock blocks, 
choose from over 50 
functions... and more! 
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WVPRESS 

SOFTWARE 


Europa House, Adlington Park, Macclesfield, Cheshire SK10 4NP, Tel: 0625 859333 

Mini Office works on all Amigas with 1 megabyte RAM, can read Amiga IFF files and for US users, fully supports the NTSC standard. 
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You can't turn your back on 
anything in McDonalds Land. 
Most meanies may be obvi¬ 
ous but creatures like these 
flying fish literally come from 
nowhere. Avoid these fish at 
all costs otherwise you might 
find yourself a few passes 
short of a live! complete. 


McDon 
Land 


Did you know that if you mix a Big 
Mac with a hint of Mario and add a 
few neat touches to taste r you end 
up with up with a platform-based 
romp which is really rather good? No r 
neither did Simon Byron... 


N ow here's a thing. McDonalds 
Land was originally developed 
in consultation with Frank 
Manis, a psychologist no less, so 
playing this must surely count as 
therapy or something. Originally a 
Nintendo game (what isn't these 
days? Oh yes, all the really good 
games) Arc Developments have, it 
says here, brought the visuals into 
line with 16-bit expectations - what¬ 
ever they may be. Armed with that 
newly-discovered pot of knowledge 
let's take a look at what the game's 
about. 

Mick and Mac, two street-wise, 
wise-cracking, word-hyphenating 
teenagers, have been asked to help 
none other than Ronald McDonald 
(that rosey-faced clown who started 
McD's with only a mouldy loaf of 
Sunblest and a few golden arches) 
who's had his 'Magic Bag' pinched 
by the evil and cleverly-named Ham- 


burglar. The two lads must negoti¬ 
ate a series of, erm, 'plumber in over- 
alls'-inspired platformy levels in a 
quest to find a number of passes 
which Ron needs for some reason or 
other. 

Once these items have been 
found, Mr McDonald gives the two 
little boys a tip-off as to the location 
of a certain Birdie who, in turn, 
requires a number of passes (of the 
cardboard kind, not sad one liners 
like "How about a quick snog?") 
before he'll supply any more infor¬ 
mation as to Hamburglar's possible 
whereabouts. 

And so it goes on until the nasty 
meat thief is finally dealt with. With 
thirty-four levels, eight bonus levels, 
a complete bonus game etc, etc, etc, 
can McDonalds Land knock off who- 
ever's currently at the top of the 
platforming tower? 


There are many ways 
to travel through the 
land that is 
McDonalds. These 
bones in the latter 
levels provide handy 
steps to progress 
eve# higher. 
Unfortunately they 
are fragile platforms 
which will fall from 
their positions never 
to be seen again is 
you stay on them too 
long. You have been 
warned. 
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Blocks can be used for 
many things. Oh yes, 
they're flipping excellent 
for chucking at the oh-so- 
cute (but very deadly) bad 
guy and woderfully mar¬ 
velous for creating float¬ 
ing platforms out of. They 
often hide springs as well 
so it is worth taking time 
out to discover if every 
block contains a bonus (or 
something). 











































World 4 presents the player with a 
number of apparently inaccessible 
areas like this wall of sand. Most of 
these areas can be cleared with a 
session of taps on the old fire but¬ 
ton so don't ever feel boxed in at all. 




Ronald's Clubhouse 

Cards Heeded 4 
Lives OH Arc 


Arches OO 


The springs can be used to bounce ever 
higher during many of the levels in 
McDonaldsland. It's a good job that 
they're hear otherwise our little 
McDonalds promoter might not be able 
to collect all those lovely Golden Arches 
and obtain squillions of bonus points. 


The Frozen Caverns present some of the 
trickiest platforming negotiation seen 
for a long, long time. Take here, for 
instance. Due to the extra inertia of the 
characters whilst on ice, the chances of 
falling are vastly increased. 


(Below) The Icy 
Maze is a funny 
and tough old 
level with the 
characters 
slipping and slid¬ 
ing all over the 
show. The red 
square with the 
'M' on it is one of 
the ever elusive 
passes that need 
to be collected. 


I should 
roblems 
forgive 
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together 






The arrowed black squares here 
should be avoided if at all pos¬ 
sible as, if touched, they will 
send the playing character right 
back to the start of the level. 

When you arrive on the 
Stratosphere you'll notice that 
not all the clouds are station¬ 
ary. Many of them move about 
on a fixed track which can be 
extremely advantageous to our 
two friends. 
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WORLD THREE 


There's quite alot of H20 splashing about on v 
characters can survive in the water the piranha 
ardous hobby. There's some extremely cute b< 
the lovely little chicky-wicky) which make the 
all the more heart-wrenching. 


Cat'ds Needed 
Lives 08 


■-•■vnna, piaiiunr», piaiTorms! 


■ nail a dll 


OuH , I saw Hanburg|ar 
running through here, 
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we're getting these days but - hey! - who 
cares when they're as good as this? It's 
definitely not one of your new breed of 
platform games, that's for sure. There's 
no violent spinning, shooting or mass 
enemy destruction - it's more passive 
than all that - and the majority of the 
game is spent moving blocks around and 
leaping from platform to platform in an 
effort to find the lost items (although - 
hooray! - the blocks can also be used to 
knock the enemies off the screen). It 
plays like a dream most of the time, 
although the inertia of the two characters 
is, on occasions, a little heavy and negoti¬ 
ating some of the latter worlds is made 
slightly harder because of this. The visual 
variation between the various worlds 
adds to the game's appeal and whilst 
these six worlds (not forgetting, of 
course, the one bonus world) will not tax 
most players to the limit, there's plenty 
of extra things to do and see so even 
when the game has been completed 
there's still enough stuff in here to war¬ 
rant playing it again. It's far less 
cluttered than recent platform releases 
with a no-frills approach to the backdrops 
but it works extremely well and makes 
the game seem clean, fresh, smooth and 
overall very Gillette Contoury. I don't 
really agree with the cleverly 'indiscrete' 
product placement throughout the game 
but McDonalds Land is none-the-less a 
flame-grilled double burger with cheese 
of a game which should more than satisfy 
most Mario-hungry Amiga owners for the 
time being. 
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WORLD TWO 

The second world takes you onto the Birdie's Treehouse 
and a different set of sky-high levels. Whilst in the 
clouds Mick or Mac occasionally disappear behind the 
suspended water-droplets (that's what clouds are, you 
know) and you can only see the whites of their eyes. 
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WORLD SIX 


Cos#iic’« Retreat 
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We're nearly there! The 
perils that lay beyond 
cannot be described by 
words alone so we 
think you should finish 
reading the rest of the 
mag and nip and pur¬ 
chase a copy for your¬ 
selves. Don't forget to 
close the door on the 
way out. 
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"Tanks for J 
the mlliorJI 
Sings David 
Upchurch in -S 
another really 
weak intro, fJf 
this time for NrJ 
his revi ew of 
Empire's new^-5 1 


(Left and far 
left) Campaign 
has a whole disk 
devoted to an 
impressive ani¬ 
mation. Sadly, 
however, it's not 
available on 
512K machines. 


Y ou'd never get me in a tank, you know. All that dirt and grease every¬ 
where, the heat and the smoke making it almost impossible to breath 
and - worst of all - the rank, sweat-soaked bodies of your buddies 
ponging out the place. Yeuch! Forget the horror of war, what about the 
horror of four blokes in a confined space without a decent can of deodor¬ 
ant between them? 

Campaign is the latest action/strategy from Empire and - as the above 
bit of preamble may have already warned you - it's all based around the 
famous (and not-so-famous) tank battles in World War 2. It's intended to 
be one of those 'strategy for the masses' affairs, so rather than the player 
being presented with a clunky keyboard interface, 'functional' graphics and 
endless tables of data and combat statistics, everything in Campaign is 
mouse-controlled and battles take place on a sexy polygon-generated bat¬ 
tlefield. 

Sounds great in theory, doesn't it? But theory never did nothing for 
nobody (except Einstein), it's what happens in practice that counts... 


picking off the enemy, is great fun. 

The 3D is a little dubious in places, 
though - get too close to an enemy 
tank and it r s impossible to shoot 
them, even though your gun barrel 
might be pointing straight down 
theirs. Also, irrespective of whether 
you're in a desert or on a mountain¬ 
side, combat always occurs on a flat 
plain. But these are minor 
problems. AAy more serious 
concerns regard the strate¬ 
gic side of the game, 
pp • Although the mouse- 

control system is fine most 
of the time, it struggles 
when it comes to the com¬ 
plex campaigns, like the 
simulation of D-Day, as 
there's just too much to control and 
the display gets cluttered and 
confusing. That said, it's unlikely 
that most gamers would manage, let 
alone want, to get to that stage of 
difficulty until after many months of 
play, so it's not that much of a prob¬ 
lem. At the end of the day Campaign 
deserves praise simply for getting the tricky action/strategy 
recipe just right, with neither side suffering at the expense 
of the other. For that reason alone. Campaign should be 
part of your software collection. 


iimmm 
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This screen is where the heavy-duty 
thinking comes into play. Using the 
icon-based control panel the player 
can set waypoints for his various 
tank platoons, call in air and 
artillery strikes (these are all 
controlled by the computer), set up 
supply convoys and basically play 
the general. Enemy platoons remain 
invisible until they come within a 
certain range of the player's troops, 
whereupon they appear on the map. 
Get too close, however, and there'll 
be trouble... 


Battles can either be played instant¬ 
ly by comparing the opposing 
forces' statistics or interactively, 
with the player getting to personally 
direct the tank 'teams' around the 
battlefield. Left alone, the computer 
will intelligently control each tank, 
but if the player wishes he can 'hop' 
into a tank and control it himself. 


There are over two dozen battle 
campaigns already prepared by the 
game's designers for the player to 
tackle, ranging from simple (five- 
minute one-on-one affairs) to com¬ 
plex (two-weeks-no-sleep 
headache-inducers). In addition 
there's a comprehensive campaign 
designer included in the package, so 
that the player can create his own 
battle scenarios. 


publisher: Empire 
Developer: Jonathan 
Griffiths 
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GOT A HAND-HELD7..THEN GO! AND GET THIS! 



What's wrong with you? 


I'm all sad and lonely. 


sit! 

rea 

vei 

doi 


you 

t 


What he needs is a 
copy of QO! It's the 
world's greatest 
hand-held mag and 
FREE with CVQI! 


I've got this 
Ace hand-held 
but everyone 
beats me up 
because idon't 
know about 
games. 


But how will GO! beat the bullies? \* 


And stop him being 
a sad man? 


...and do THIS! 

sr 


I never knew there was 
so much in it! 


It's easy! 

First you read 
all the latest 
news,reviews, 
previews and 
tips on all the 
hot stuff, 
then roll your 
copy round 
an iron bar... 


OUI TOD AFFORD 
TO MBS IT! 
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Let's take a look a what a success¬ 
ful Breakout clone needs to make it 
half-decent? You need a smooth 
control method - ideally the mouse 
- which should always remain con¬ 
sistent and enable quick move¬ 
ment. The method here is terrible. 

If you shift the joystick slightly the 
bunny edges sideways, but if you 
hold the 'stick in that direction the 
wabbit jerks across the screen. 

Without smooth control the whole 
concept of Breakout is totally lost 
and you’re left with a game which 
loses its playability immediately. 

You can move quickly from side to 
side by performing a type of 'dive' 
thing but this is so hard to pull off 
it's impossible to do accurately. By 
introducing three different 'hits' 
the designers have again over-com¬ 
plicated something which needn't 
be. Remember the saying "if it’s 
not broken, don't fix it?" Well, 
would somebody ring up the chaps 
at Silmarils and tell them? Onto the 
next point - namely the play area 
itself. The original was uncluttered 
and clean whilst Bunny Bricks is 
unnecessarily complicated with 

* - w alls which jut out into 

P*— the playfield, 
restricting 
thebal ' 
movement 
and generally 
J ust getting in 
V the way. And talking of the ball move- 
iJp ment ( whlch we were) this too just isn't 

lj smooth enough and the varying speeds it can move 
at completely invalidate any form of game tactics. 
The final point is that Breakout and Arkanoid were 
kind of relaxing to play. BB feels so forced and 
JB manic that it becomes a chore to play. A game that 
j| you have to force yourself to continue with is a 
Zjk game not worth buying. So don't. 
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Publisher: Sftmarils 
Devetaper: In-hous© 
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»mes a time in a man's life when he 
sits back, takes stock and thinks, "I could 
really do with an updated, slightly wonky 
version of Arkanoid." Simon Byron was 
doing just that when along bounced... 

BUNNY 

bricks 

I f m blame Binatone, you know. In 
the days before this so-caUSnHK 
nical revolution, families would sit 
huddled around their orange-coloured 
TV entertainment system and select one 
of four black and white games which 
were roughly based around the 'bash 
blocks away' game sensation entitled 
Breakout. 

Software developers soon saw that the nation's game- 
players could be gripped by the relaxing sensation of 
knocking a ball about and a wealth of super-Breakout 
clones appeared on the software scene. Of these, 
Arkanoid was the most successful with its still simplistic 
gameplay enhanced by randomly introduced power-ups. 
Since then there have been a few similar games around, 
most of them Public Domain. That is, until now... 

Bunny Bricks comes from the strategy specialists Sil¬ 
marils and places you in control of a baseball-bat-bran- 
dishing rabbit who must clear each screen of 'tiles' using 
only his stick and a ball. Power-ups descend from the 
bricks which, when collected, offer such delights as a 
'super-whack' or a machine gun which 
can be used to shoot the tiles. Once a 
screen is cleared, it's onto the next 
with tougher layouts and harder tiles 
requiring more hits to remove. 


The early levels 
are fairly 
straightforward 
with hardly any 
obstacles or 
indestructible 
blocks to over¬ 
come. A top tip 
for progressing 
in Bunny Bricks is 
to use the Strike 
to send the ball 
vertically up. You 
can then remain 
underneath it, 
performing the 
same move, and 
wipe out whole 
columns at a 
stroke. 


In Paradise the levels become slightly harder with a 
load of these silver tiles which, no matter how hard 
you hit them, just won't budge. Bunny has just picked 
up a glove power-up and is collecting the ball now. 


The game contains five groups of six levels (that's thirty in total 
for the mathematically inept). If the ball enters the dome of the 
flying saucer in the middle of this screen, it is randomly dumped 
out of one of the portholes. Spock appears occasionally from 
time to time at the side of the screen, no doubt thinking 
"Why anybody would play this game is illogical. Captain." 
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Bashing this Eggosaur on the 
head reveals a smiley face icon 
- pick it up for big bonus 
points at the end of the level! 


A simple leap isn't good 
enough here - the Kid has to 
use his teeth to clamber up the 
side of this rock face! 


The Kid's adventures in the 
Highlands start here... and he's 
already in trouble! 


From the team that brought you Dynablasters comes 
B.C. Kid, a caveman cutesy with some big surprises up 
his animal-skin sleeves. David Upchurch grabs his club 
and gives it a go... 


KID 


B 


I .C. Kid is yet another game that contin- 
. ues to perpetuate the myth that the cave- 
'men existed at the same time as the 
dinosaurs. Listen - and I'm not going to tell 
you again - they didn't! Several million years 
of evolution took place between the 
dinosaurs popping their clogs and our 
hairy ancestors appearing on the scene. 
I'm sorry to get all riled but this sort of 
thing really gets my goat. It must be 
my rigorous scientific training. 

Fortunately for my 
blood pressure, having got all 
steamed up by B.C. Kid's premise 
I was soon cooled down again by the 
surprising excellence of the game itself. 
There's no real need to explain B.C Kid's plot in-depth 
(which revolves around the Kid's quest to save his dinosaur 
chums from the clutches of an evil something-or-other) but suffice it 
to say that the game's a platform affair (yes, another one), with B.C. having to 
run along a number of scrolly levels, bashing nasties, leaping over lava pits, defeat¬ 
ing end-of-level baddies and so on. 

Sounds pretty typical, yeah? Nothing to get excited about, right? Well, that's what I thought... 
until I got deeper into the game. True, the early levels are bog-standard stuff (although still 
with some interesting features) but it's later on that things start to get really weird. What am 
I on about? Read on to find out... 

B.C. Kid's adventures take him 
deep underground and into one of 
the hardest levels of them all. The 
main problem here is those little 
green blobs which wander around 
the edges of the platforms, making 
every leap a leap fraught with dan¬ 
ger. However, there are bonus 
hearts (which increase the player's 
energy back to full) lying around, 
the trick is finding a safe way to 
get to them... 


Each level is split into four or five stages, and once you 
reach the end there's the standard big boss monster 
defeat. These, as it turns out, are old Saurian mates of 
yours who've been brainwashed into nastiness and, 
once defeated, they'll thank you for saving them and 
offer you hints as to any special dangers or features you 
should look out for on the next level. Nice of them, isn't 
it? 


Keep an eye out for any ^|j 

likely-looking doorways 

or fake walls that may i&jfi v $ 

conceal secret rooms. 

Inside you may find a 1 { ^ 

chamber full of extra 
lives, energy replenishers 

or power-ups, or a bonus mini-game where you can try 
and earn some extra points. In the sub-game shown 
here, the idea is to try and headbutt all the flaming lava 
rocks blown out of that volcano - hardly the cure for a 
migraine! 

Some of the prehistoric flora can be 
used to help B.C. Kid in his quest. 
Yellow plants act as springboards, 
propelling the Kid high into the 
stratosphere, while these orange 
plants reveal a number of bonuses 
when jumped upon. It's not always 
that straightforward, though, as 
some of the orange plants contain 
an evil black spirit which, if 
disturbed, will give chase to our 
apple-cheeked hero. 


































More Eggosaurs - pay special 
attention to the green ones, as 
they often carry power-ups! 


Things are really starting to 
hot up now - these volcanoes 
erupt out of the ground and 
spew lava chunks everywhere 


impress his 
mates, but 
for aficiona¬ 
dos of good 
old- 

fashioned 
playability 
it's a must. 


Publisher: Ubi soft 

Developer: Hudson 
soft 


joystick 
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THE THREE FACES 
OF B.C. KID 
B.C. Kid starts his 
f adventure as a 

’"“tTr sweet-faced lit- 

y tie cutey. But, if 

jflfe he's lucky 
I ijL enough to find 

ISf* what looks like a 

kebab in one of 
the orange plants he 
gets magically 
transformed into 
If jKft a brown-skinned 

L ^ tj/ monkey 

creature. 

j-fX. Although the 

„ improvements 
are not immediate¬ 
ly obvious, if the Kid 

.. T performs a diving 

slambutt and hits 
ff I* the ground, the 

earth-shattering 
collision stuns 
any baddies on 
screen. If the Kid 
then finds another 

B kebab-thing he 

undergoes anoth¬ 
er change into a 
green-glowing 
monster! The 
Kid can now run 
around the 
screen, bashing 
the nasties out of 
the way, as he's invincible... 
for a while, anyway. 


The Kid's simplest but weakest 
attack is the headbutt. Far better is 
the diving slambutt, where the Kid 
leaps into the air and dives back 
down headfirst, which has a devas¬ 
tating effect on anything in its path. 
The only downside of this attack is 
that if the Kid misses his target and 
hits the floor, he gets stunned for a 
few highly-vulnerable moments. 


This desert plain is a right pain, because if the Kid stands on it too long he 
gets sucked under the surface. Which is why the palm trees are so 
convenient. If the Kid headbutts the trunk they leap out of the ground and 
start wandering around on their roots, looking for a safer place to settle 
down. If the Kid's quick he can leap up onto the palm's fronds and use the 
tree as a free taxi ride to the end of the stage. 


It's not all walking, you know, as B.C. 
Kid's travels often take him under¬ 
water. In the case shown here, the 
Kid's actually inside the belly of a 
huge dinosaur! Obviously the Kid 
can't employ his diving slambutt (it's 
not designed for sub-aqua use), and 
so has to rely on his normal headbut¬ 
ting powers to see him right. 


It's rather appropriate that B.C. Kid 
is set in prehistoric times as the 
game itself looks like it came out 
of the Ark. It's got a dated J 8-bit' 
look, which is no doubt due in part 
to the fact that the game was origi¬ 
nally written for the aging PC 
Engine console. However, this is 
not necessarily a bad thing as at 
least the sprites have a clear, well- 
defined look, and they're not with¬ 
out a certain degree of charm 
either - B.C. Kid's various 
expressions are very amusing. The 
8-bit feel is further enhanced by 
the player's control over the Kid - 
it may be because I've become 
jaded by fifty frames per second 
scrollers like Zool and Assassin's, 
but B.C. Kid seems sluggish and 
slow to respond to the player's joy¬ 
stick movements. It's not so bad 
that it ruins the game but you can't 
help feeling that a slightly faster 
lick of speed wouldn't have gone 
amiss. So what makes B.C. Kid so 
special that it's worth a whopping 
great 83%, then? Well, it's simply 
the variety of the game that makes 
it such a winner. It seems as if 
every stage of every level has a 
new challenge to face, or a secret 
bonus room to find, or a bizarre 
new foe to fight. This constant 
stream of surprises does wonders 
for the game's addictiveness - you 
want to keep playing just to see 


£25.99 Out Now 


nmmii! 
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what happens next. It's tough in places (frustratingly so, at 
times) but something keeps bringing you back. B.C. Kid's 
not going to woo the type of gamer who buys games sim¬ 
ply to 
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BILL'S TOMATO 

Everybody knew that it was only a matter of time 
before Psygnosis turned its attention from glitzy 
shoot- r em-ups to a game based around a pulpy red 
fruit. Simon Byron tastes the soup... 
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Publisher: Psygnosis 

Bevelaper: in-house 


£29.99 Out Now 
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This level only requires fans and trampolines to cpmplete but it's where you 
place them that counts. You need to judge the flight-path of Terry exactly 
so that he leaps safely from platform to platform without problem. 

On top of all this, the timing has to be right 
because the conveyor is periodically 
engulfed in flames. 

The Buddha guards the exit on this level 
but if Terry bounces off the circular 
switch then the God begins to travel to 
the left. What's called for here is some 
crafty platform placing and exquisite tim¬ 
ing so that our tomatoey friend just 
squeezes through the gap between the 
Buddha and the conveyor belt and 
safely leaves the screen. If you ponder 
on a screen for too long Terry will 
begin to yawn out of boredom. 


T erry had always dreamt of a quiet life. You know, nice little tomato 
plantation away from the city, room for the kids to run about, being 
able to put you feet up on a Saturday afternoon and watch the big 
match on Sky, having feet in the first place, etc, etc. It was only when he 
was cooped up with his sexy girlie (or tomatoey), Tracy, in a van full of fel¬ 
low tomatoes on their way to the thoroughly evil Greengrocer's that he 
decided it was time to act. 

The two love-tomatoes leapt from the back of the speeding van and 
scarpered off to a land of endless reproduction (which, in Tomatoland is 
actually a lovely and beautiful thing). Everything was going swimmingly 
until Mr Huge Squirrel spied the eloping couple and decided that he was 
a tomato short of a salad. Without warning he leapt from the heavens 
and kidnapped Tracy, retreating with her to the top of a very tall tree... 


This is where you come in. 
Assuming control of Terry, you 
must guide the fearless tomato to 
the very summit of this huge ever¬ 
green and rescue Bill's true love 
from the clutches of the horrible 
bushy-tailed fiend. Actually 'assum¬ 
ing control of Terry' is a bit of a lie. 
What you really have to do is place 
objects - fans, trampolines, jack-in- 
the boxes and solid blocks - on¬ 
screen so as to form a safe route to 
the conveyor belt exit. When all 
items are in place, Terry can be sent 
on his way with a quick click on the 
'Go' icon and if he reaches the exit 
in one smooth movement without 
touching any of the meanies or 
falling too far then a password is 
revealed and the level is complete. 
Check out the captions and I'll see 
you at the Verdict. 


These early levels are a complete 
doddle! All you need to do is 
deposit a few well placed fans to 
the left of Terry and watch him go. 
The fans will blow him from left to 
right, he'll bounce on the large rub¬ 
ber inflatable and end up safely on 
the exit. All the items are in limited 
supply and each level has the mini¬ 
mum amount of them to enable 
completion. 
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of Warfare 


THE MILITARY MAS 


The 

Campaign Concept 
Includes:* 


Campaign Gaming 
System Software 


Map Editor Software 


Extensive User Guide 
and Gameplay Manual 
Incorporating Historical 
Background, Vehicle 
Factfinder and 
Campaign Maps 


2 World War II 
Propaganda Posters 


D-Day Landings 
Battleplan Map 


Authentic Wartime 
Newspaper Reprint 


uia 


2 World War II 
Propaganda Postcards 


The level of control is up to you, if you wish, 
you can let the computer handle the 'hands 
on 1 side of actual combat. _ 


Take full command of up to 
vehicles on over 20 historically 
accurate predefined maps ranging in 
size from 625 to 10 million square 
kilometres. Locations range from the\ 
Sahara and Russian Steppes to the 
Battle of the Bulge in the Ardennes 
and the D-Day landings. 

■ The amazing Map-Editor allows 
you to modify the existing maps and 
create new ones of your own. This option is available at any time 
allowing you to pause and enter the editor to modify the forces. You can 
even swap sides! # 

■ Control either Allied or Axis forces from the level of Field Marshal 
right down to tank driver. 

• As Field Marshal coordinate strategy for all groups of tanks, 
convoys, aircraft, ships and production centres. 

•As General, control the fighting of an individual battle with as many 
as 16 active tanks plus artillery and air support. 

•As a Tank Driver/Gunner experience the battle in stunning 3D. 

The most sophisticated computer wargaming system ever 

DEVISED FOR THE HOME COMPUTER, USING ACCURATE BACKGROUND 
INFORMATION FROM WW2 CAMPAIGNS AND INDIVIDUAL BATTLES. 

Experience the sheer pressure and anxiety of planning the 
world’s most famous battles. 


■ Over 150 vehicle types, each one 
displayed in Super Fast 3-D; Russian, 

American, German & British tanks, 
artillery, support vehicles, aircraft 
and ships. Campaign gives you full 
control over all aspects of combat 
including airstrikes and sea battles. 

■ Your playing area covers upto a 
staggering 10 million square kilo¬ 
metres of detailed terrain featuring 
towns, villages, rivers and woodland. 

H Breath-taking graphics that are 
accurate in every detail, give a unique 
atmosphere of realism. 

H Over 100 Kilobytes of 3-D shape 
data used to create the vehicles. 

■ Sound Blaster, Ad-Lib & Roland 
sound card compatible. 

■ Available on IBM PC & Amiga 

empire 

SOFT BW ARE 

Empire Software, 4/6 The Stannetts, Laindon North Trade Centre, 
Basildon, Essex. SSI 5 6DJ Telephone: 0268 541212 
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Programmed by Jonathan Griffiths 
















































REVIEW 



Nigel Mansell's 
championship season con¬ 
sists of sixteen tracks. 

Each one is from the real 
Grand Prix season, and 
each one is modelled on 
the genuine article. In the 
full championship mode, 
each track is raced in 
sequence, although any 
circuit can be selected and 
tried out in practice mode. 


urn mm's 

WORLD 

CHAMPIONSHIP 

Having finally been crowned as the best man in the world at driving around in fast cars, 
Nigel Mansell is a long overdue sporting hero for us Brits. But can the official game do 
justice to the great man's feats of speed and endurance? And, more importantly, can 
Gary Whitta take the strain? 




e may be the most boring 
sportsman in the world, but 
stick him behind the wheel of 
a Formula One motor and there's no- 
one to touch Our Nige. Oh no. He can 
belt round that tarmac like nobody's 
business - the question is, can the 
game do the same? 

Well, certainly the pedigree is top- 
notch, coming from the same peo¬ 
ple that brought us the Lotus trilogy 
and Team Suzuki. Mmm, fancy. But 
whereas the Lotus games were pure 
arcade action, and Team Suzuki a 
serious racing simulation, Nigel 
Mansell's World Championship (a 
catchy title if ever we've heard one) 
is stuck somewhere between the two 
styles. It aims to mix simulation-style 
depth and authenticity with game- 
play that's far more immediate than, 
say, MicroProse's Formula One Grand 
Prix. 

Mansell is based around the gru¬ 
elling Grand Prix season, with con¬ 
testants aiming to become World 
Champ and do all that bit with the 
wreath and champagne by travelling 
around the globe throughout the 
year and accumulating points on the 
various circuits. In between races you 
can tune your car for optimum per¬ 
formance, while Nigel himself is 
on hand to offer expert guid¬ 
ance. The rest is up to you... 


Drivers who want any serious 
chance of winning should 
always give their car a good 
looking-over before taking to 
the starting grid. Tyres, aero¬ 
foils (that's spoilers to the 
uninitiated) and gear systems 
can all be adjusted to taste, 
with three variations on each. 

Aerofoil and gear configura¬ 
tion is down to the individual 
driver, but tyres should be 
selected with the length of 
the race and weather condi¬ 
tions in mind. 




(Below) Before the main race, you can 
choose to take part in a qualifying 
round - a couple of laps around the 
track against minimal computer oppo¬ 
sition, with the fastest of your two 
lap times determining your position 
on the starting grid for the race prop¬ 
er. It's not a formality, and you can 
skip this qualifying stage and go 
straight to the race if you wish, but 
you'll be placed at a back of the grid 
as a penalty for not bothering. 


®Q 


Pulling into the pit lane allows you to change into a fresh set of tyres. 
You can also select the type of tyre you want fitted, to best deal with 
the variable weather. Once the order is given, the pit crew operates 
automatically, but how quickly they can get you back on the road is a 
random factor, so pitting is always a risk. 
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First off, let's get a couple of things 
straight. Although the screenshots make 
Nigel Mansell's World Championship look 
like an arcade game, it's not. And though 
the review makes it sound like a simula¬ 
tion, it's not that either. So what is it 
then? Well, it's a half-and-half mixture 
the two, and while it's never easy for a 
game to sit comfortably between two 
stools, Mansell manages it surprisingly 
well. The tendency is often to veer in 
favour of either the arcade or simulation 
side, but NM provides a good mix where 
both dextral and mental considerations 
are equally important. Friendliness is 
really the keyword here, with more con¬ 
trol options than most other racing 
games put together, and a refreshingly 
straightforward approach to complex sec 
tions (ike car customisation. So often the 
player's tendency is to skip over fiddling 
with aerofoils and all that guff because 
it's boring and go straight down to the 
grid. But because Mansell presents every¬ 
thing in a simple, common sense way 
without actually diluting the importance 
of the changes you make, there's a lot 
more incentive to get involved and play 
the game properly to its full potential. As 
for the actual racing... it's good, but not 
brilliant. It's not as good as, say. No 
Second Prize or Vroom, but it's fast 
enough to keep me happy. Some of the 
tracks seemed a bit harsh, and when 
things get very busy there can be some 
annoying jerkiness. Turning off the dash¬ 
board display produces a much more 
pleasing sensation of speed, but then it's 
impossible to take things seriously 
because you can't access any of the vital road information you 
need. Little touches like Improve with 
Mansell are thoughtful and original, but 
don't actually add that much to the game 
as a whole. At the end of the day what we 
have here is a very well designed and 
thought-out racing game that would have 
been so much better if only it'd had a 
slightly smoother 3D engine. Nevertheless, 
I'd recommend it to anyone who fancies a 
quick bit of Formula One fun, but found 
Microprose's game too demanding. You'll 
get plenty of short-term thrills here, but 
don't expect to be playing it for months. 
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So, with all the preliminaries taken care of, it's time to do some proper rac¬ 
ing (at last). The number of laps depends on the difficulty level you've 
selected (there are three) and the individual track - generally speaking, the 
shorter the circuit, the more laps you do. You always race against eleven 
other cars, whose positions are plotted at all times on a handy map at the 
top of the screen. Other vital information displayed here are lap times and 
records, revs and tyre status. Because of the official licence-ness of the 
game, the car itself never gets damage but each of the four tyres is suscep¬ 
tible to wear and tear. If one is looking particularly dodgy it's wise to visit 
the pits - if a tyre blows, you must retire from the race. 

Details on any given track 
are displayed prior to rac- j 
ing and should be heeded 
before going on to tune j 
your car. The general 
bumf on the track isn't 
vital but the weather 
report is - the conditions 
will be either wet or dry, 
and if it's dry, a percent¬ 
age figure tells you the 
chance of rain during the 
race. 


If it's a more arcade-y experience you're after, the floating data panel at the 
top of the screen can be removed, leaving you with nothing but the MPH 
counter. It makes for a slighter smoother screen update, but without the 
track map, tyre status and other instruments, you're essentially driving in 
the dark. It's all a matter of personal taste, of course. 

The 'Improve with 
Mansell' instructional sec¬ 
tion is a nice touch, where 
Nige himself drives 
around a track of your 
choice while his 
disembodied head gives 
out text-message tips on 
how best to approach 
each particular corner and 
straight - what line to 
take, when to change 
down a gear, etc. Watch 
the line the car takes from 
a camera mounted just 
behind and try to emulate 
it as closely as possible to 
shave seconds off your lap 
times. It can be helpful, 
but ultimately there's no 
substitute for practice. 
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Oh dear (I know that's not a partic¬ 
ularly good way to start a Verdict 
but - and here's a secret - Ween's 
not a particularly good game at all). 
The adventure mostly consists of 
^ adequately drawn static 
m Alt screens, each of which 
m contain a few obscure 
articles or people and 
some REALLY stupid puz- 
JmSrJm zies which must be 

IH solved before the adven¬ 
ture will allow you to carry on. A 
typical example can be found early 
on. You're in a room containing 
several different objects, one of 
which is a skull. You're told that 
something is rattling inside the 
skull but there's no obvious way to 
remove said article. What better to 
remove this object than a rather 
large key which can be found on 
the table nearby? Logical, eh? The 
cumbersome player interface is 
almost an adventure in itself and, 
when you compare this game to 
something like Kyrandia or Monkey 
2, it's hard to see why anybody 
would prefer to play this, in those 
games you actually felt as though 
you were making progress due to 
genuine skill and not just clicking 
ail over the screen, using every 
object on each other to see what 
obscure result can be obtained. 
Whilst you're clicking over the 
screen, sarcastic messages appear 
like "Unlucky" or "It's not working* 
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You'd think that getting over that large crevasse would be a doddle, what 
with the handy planks lying around, but you'd be wrong. You first need to 
find a sacred skull, open a secret door, grease and pull a rusty lever and 
bind the planks together to form a makeshift bridge. On top of this you 
need to wade through the player interface - perhaps the hardest part of all! 


You're not alone in the Kingdom of the Blue Rocks; there's a number of peo¬ 
ple who will suggest clues at certain stages. The most helpful of these char¬ 
acters is Urm, a fruit-eating vampire bat. You can summon him up at any 
(using your flute, if you've worked out how to obtain it) but he 
only do you favours if you can reward him with some food. 


A long time ago in a game far, far away, Ohkram the good Sorcerer 
had a bit of a scrap with Kraal, who was also a Sorcerer but evil 
and greedy with it. Luckily for all concerned, Ohkram well and truly 
kicked Kraal's butt, ensuring a safe period of time for the Kingdom of the 
Blue Rocks. 

Many years later a huge and terrible storm enveloped the Kingdom, 
unleashing all the badness in the land. By now Ohkram, who was getting 
on a bit, had exhausted all his magical powers and Kraal, having got wind 
of the old man's weakness, returned to the kingdom for a revenge fight 
with his old enemy. Ween, another chappy with a stupid name, was cho¬ 
sen to rid the land of the nasty warlock and save the Kingdom from the 
ensuing doom. 

His quest (which, coincidentally, happens to be yours as well so I hope 
you've been paying attention) involves obtaining three grains of sand which 
on, the day of the Great Eclipse, must be placed in the Hourglass of Power 
(called the Revuss) to fulfil the prophecy of the title. Whilst it may have 
been easier all round just to pop down to the seven miles of golden beach¬ 
es in Bournemouth for these grains. Ween must instead solve three sets of 
puzzles which, in turn, will each reveal a grain of sand. If you're really clever 
you may be able to work out that when you've completed these three 
quests, you'll have enough sand to place in the Hour Glass and finally defeat 
Kraal. Let's see how it's done... 


Coktel Vision didn't 
exactly set the 
adventuring world 
on fire with its 
dodgy attempt at a 
sexy adventure. Fas¬ 
cination. Can they 
make amends with 
the less sensual but 
more mysterious 
Ween? Simon Byron 
tells all... 


Most of the adventure is based 
around one, two or three interlock¬ 
ing rooms in which there are a num¬ 
ber of puzzles to solve. Only when 
these have been solved can the 
player move onwards. Although this 
may avoid the 'getting quite far in 
the adventure, then realising you 
don't have the right objects to con¬ 
tinue' syndrome, the end result is 
the game just feels claustrophobic. 
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SPECIAL 
CHRISTMAS 
OFFER 
10% OFF 

ORDERSOVER 



118a Palmers Road 
New Southgate 
LONDON Nil 1SL. 

(10 am -6pm 6 days) 

Tel: 081-361 2733/5730 

(2733 Faxline after 6pm) 

CREDIT CARD HOTLINE: 

® 0818899172 


ST & AMIGA BUDGET TITLES UNDER £10 


Platoon .....£5.99 

Predator.£6.99 

1 Meg Cricket (Amiga only) £3.99 F16 Combat Pilot.£7.99 Predator II. £9.99 

3D Pool.£6.99 Gauntlet II.£699 Ram bo III.£699 

Afterburner .£699 Ghostbusters II.£699 Resolution 101.£699 

Altered Beast.£699 Ghouls'n'Ghosts.£699 Rolling Ronny.£9.99 

Arkanoid II.£699 Golden Axe.£699 R-Type.£699 

Baal .£5.99 Hard Drivin'.£6.99 Run The Gauntlet.£699 

Barbarian.£5.99 Head over Heels .£699 Shadow of the Beast .£699 

Barbarian II.£699 H. H. Guide to Galaxy .£7.99 Shadow Warrior.£699 

Batman The Movie.£699 IK+ .£699 Sherman M4 .£699 

Battiehawks1942.£9.99 Impossible Mission II.£699 Shinobi .£699 

Beach Volley.£699 James Pond.£699 Shuffle Puck Cafe .£699 

Blood Money.£699 Jet Set Willy (Amiga only) .. £7.99 Speedball.£7.99 

Cabal .£699 Kid Gloves.£699 StargKder II .£699 

California Games.£699 Last Ninja II...£699 Stunt Car Racer.£699 

Carrier Command .£699 Licence to Kill .£699 Supaplex. £699 

CeBca GT4 RaKy.£699 Lombard RAC Rally.£699 Super Hang On .£699 

Centrefold Squares.£699 Lotus Esprit.£699 SwitchBlade.£699 

Cloud Kingdom .£699 Manic Miner (Amiga only) .. £7.99 Teenage Mutant Turtles.£699 

Colossus Chess.£699 M. Jackson MoonwaBter.£699 Thunderstrike.£699 

Combo Racer . £699 Moonshine Racers.£699 Toobin'.£699 

Conflict in Europe .£7.99 New Zealand Story.£699 TV Sports Football.£7.99 

Continental Circus.£699 North & South .£699 Vigilante.£699 

Defender of the Crown.£7.99 Out Run.£699 War Zone.£699 

Deluxe Strip Poker.£699 Operation Thunderbolt. £699 Waterloo .£699 

Double Dragon I or II.£699 Operation Wolf.£699 Wings of Fury(Amiga only) .. £699 

Dragon Ninja.£699 Pang... £699 WC Leaderboard .£699 

Fantasy World Dizzy.£699 Panza Kick boxing. £699 Xenon II.£7.99 


TOP TITLES ST AMIGA 

A500f IMeq Upgrade.N/A £39.99 

A6001 Meg Upgrade + clock .. N/A £49.99 


TOP TrTLES ST AMIGA TOP TITLES 

Cover Girl Poker. N/A £1699 

Covert Action . £2699 £2699 


ST AMIGA TOP TITLES 


ST AMIGA TOP TITLES 


ST AMIGA 


0.5 Meg Upgrade + clock.N/A £2699 Crazy Cars III. £ 699 £ 699 

3D Construction Kit II. £3699 £3699 Cruise for a Corpse. £17.99 £17.99 

4D Sports Boxing.N/A £11.99 Curse of Ihe Enchanter. N/A £2699 
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Hill Street Blues .£1699 £1699 

Hoi. N/A £1699 

HomeAfone . N/A £2699 

Home Alone Colouring Book* N/A £14.99 


Monkey Island.£1699 £1699 

Monkey Island II. N/A £2699 

Mouse (Switchable).£14.99 £1499 

Myth .£1699 £1699 


Darkmere. £1699 £1699 

Das Boot. N/A £11.99 

Days of Thunder. £1299 £699 

Deliverance. £1699 £1699 

Desert Strike. N/A £1699 

D/Generation. £11.99 £11.99 


Hook. £1699 £1690 Narc .£699 £699 


4D Sports Driving. N/A £11J 

A-Tram... N/A £30.99 

Action Stations .. £1299 £1299 

Addams Family. £1699 £1699 

Agony... £1699 £1699 

Air Support. £1699 £1699 

Aliens 111*. £1699 £1699 

A Maclean's Pool . £1699 £1699 

AMNIOS. £1699 £1299 

Amos (Easy). N/A £2699 

Amos 3D . . N/A £2699 

Amos Com piier. N/A £19.99 

Amos Professional.N/A £54.99 

Amos The Creator. N/A £3699 

AnotherWorid. £17.99 £17.99 

Apidga. £1699 £1699 

Aquatic Games star J Pond £1699 £1699 

Aquaventura.N/A £1699 

Armourgeddon . £1699 £1699 

Armourgeddon Upgrade* £10.99 £10.99 

Ashes of Empire. £20.99 £20.99 

Assassin. N/A £1699 

AT.A.C. *. £2690 £2699 FI 17AStealth Fighter*.... £21.99 £21.99 


, Seals .£1699 £1699 

N. Mansell World Champ .. £20.99 £20.99 


Navy 

N.Ms 


Disciples of Steei "—.”. £1799 £1799 Jack NiciTlausUnlimited Clip. N/A £10.99 
Doodlebug. £1699 £1699 JaguarXJ220 .£1699 £1699 
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Hudson Hawk.£1699 £1699 

I. Bothams Cricket.£19.99 £19.99 . - r 

Indy Heat.£1699 £1699 ORBI7US.£1299 £1299 

Indy Last Crusade Graphic.. £9.99 £9.99 ^ «««««« 

International Sports ChalL £1699 £1699 
Ishar-Legend Fortress .... £20.99 £20.99 


Double Dragon III. £1699 Ei&ua 

Dreadnoughts. £2299 £2299 

Duel ..Z!. £699 £699 

Dune. £19.99 £19.99 

Dungeon/Chaos. £19.99 £19.99 J. Madden's F< 

Dyna Blast . £20.99 £20.99 KGB * 

Elf. £1299 £1299 

Elvira Mistress Dark . £21.99.. N/A 

Elvira II - Cerberus . £2699 £2699 

Epic . £19.99 £19.99 

Eye of the Beholder.. N/A £19.99 

Eye of the Beholder II. N/A £2699 

Fl4Tom Cat* . £1699 £1699 

F15 Strike Eagle II . £2699 £2699 

Cl 17A QtoaHh Pinhtor * QQ F91 09 


Jim Power *.£1699 £1699 

J. Khan Squash .£699 £699 

J. White's Whirlwind.£1699 £1699 

J. Barnes (1 Meg). £1699 £1699 


all . 


N/A £1699 
£2099 £20.99 


Ork.£1699 £1699 

Outlanders*. N/A £19.99 

Pacific Islands - T.Yankee IIE20.99 £20.99 

Paperboy II .£1699 £699 

Parasol Stars.£1690 £1699 

Perfect General. N/A £20.99 

PGA Gotf.Tour +. N/A £20.99 

PGA Courses Disk. N/A £10.99 

Pinball Dreams . N/A £1699 

Pinball Dreams II. N/A £19.99 Super 


ATOMINO . £699 £699 

AWSOME. £699 £699 

B17 Flying Fortress* . £2699 £2699 

Bane of the Cosmic Forge.N/A £24.99 

BARBARIAN II (Psyg) .... £1299 £14.99 

Bard's Tale III. N/A £699 

Bards Tale Trilogy* .N/A £19.99 

BAT. II. £2299 £2299 

Battle Chess II .N/A £1699 Fate of Atlantis 

Battle Isle. £1699 £1699 Fate of Atlantis 

Battle Isle Data Disc. N/A £1690 

Battle Toads*. £1699 £1699 

Big Run . £1699 £1699 

Biras of Prey. N/A £2699 

Black Crypt. N/A £1699 

Blue Max . £19.99 £11.99 

Bountiful HD Scenery.N/A £1699 

Buck Rogers. £19.99 £19.99 

Buck Rogers II.N/A £20.99 

Cadaver .. £1699 £1699 

Cadaver - the pay off. £10.99 £10.99 

Captive. !Z . £1699 £1699 

Caif Lewis ChaHenge .... £15.99 £1699 

CARTHAGE. N/A £7.99 

Carve Up. £7.99 £7.99 

Castles. £1699 £1699 

Castle of Dr Brain.N/A £1699 

Chaos Engine. £1699 £1699 

Chase HQ.. £699 £699 

Chase HQ II. £14.99 £14.99 


FI9 Stealth Fighter. £19.99 £19.99 

F29 RetaBator. £15.99 £1699 

Face Off-Ice Hockey. £1699 £1699 

Falcon. £11.99 £11.99 

Falcon Mission Disk I. £699 £699 

Falcon Mission Disk II. £699 £699 

Falcon 3.0*. £2699 £2699 

Fantastic Voyage. £1699 £1699 

..v). N/A £2699 

_ :). £1699 £1699 

F. of Free Traders. £699 £699 

Final Blow. £1699 £1699 

Final Fight. £1699 £1699 

Fire and Ice. £1699 £1699 

FirstSamu/MegaLoMan.... £20.99 £20.99 

FireStone HD Scenery. N/A £1699 

Flashback * . £1699 £1699 

Flight of the Intruder . £14.99 £1699 

Floor 13 . £19.99 £19.99 

Football Crazy. £14.99 £14.99 

Football Manager III . £14.99 £14.99 

Free DC. N/A £1699 

Gauntlet III . £1699 £1299 

Global Effect. £1699 £1699 

Goblins . £1699 £1699 

Gods. £1699 £1699 

Go for Gold. £699 £699 

Golden Shot. £1699 £1699 

a Gooch Cricket* . £21.99 £21.99 

Graham Taylor. £1699 £1699 


Kick Off II (1 Meg).£1699 £1699 

Kick Off II (.5 Meg) . N/A £14.99 

Kid Gloves II. £1699 £1699 

KILLING GAME SHOW.... £1699 £699 

KingsQuestV. N/A £1699 

Knight Mare + Hint Book .. £19.99 £19.99 

Knight of the Sky.£2699 £2699 

Last Ninja III.£799 £7.99 

Lawn Mower Man * . £1699 £1699 

Leander.£1699 £1699 

Leathal Weapon. £1699 £1690 

Legend + Hint Book .£19.99 £19.99 

Legend of Kyrandia.£1690 £19.99 

■ of va' 


Pitfighter. £9.99 £9.99 

Plotting .£699 £699 

Populous II (1 or 0.5 Meg) £20.99 £20.99 

Premiere. N/A £20.99 

Prince of Persia.£1699 £1699 

Pro Tennis Tour.£699 £699 

Project X.£1699 £1699 

PushOver.£1699 £1699 

Putty.£1699 £1699 

Puzznic. £699 £699 

QUEST AND GLORY .£20.99 £20.99 

Railroad Tycoon.£2699 £2699 

Rainbow Islands. £699 £699 

R.B.I. 2 Baseball.£1699 £1699 

Red Baron. N/A £1690 


Space 1889 .£20.99 £20.99 

Space Ace II . N/A £3699 

Space Gun.£1299 £1299 

Space Crusade.£1699 £1699 

Space Quest UI.IH.or IV. N/A £23.99 

Special Forces.£2699 £2699 

Speedball II.£1699 £1699 

Steel Empire.£20.99 £20.99 

Stereo Master . £2699 £2699 

Storm Master.£1699 £1699 

Street Fighter II. £1699 £1699 

Stricter II.£1699 £1699 

Strike Fleet .£1699 £1699 

Striker.£1699 £1699 

Super Cars II.£699 £699 

Super Off Road. £699 £699 

''.pace Invaders .£1699 £1699 

.. £1699 £1699 


Supremacy.£1699 £1899 

Switch Blade II.£699 £699 

Sword of Honour*.N/A £1699 

Take 2. N/A £6699 

Tear Away Thomas .N/AE1699 

Tennis Cup 2.£1699 £1699 

Terminator II .£1699 £1699 

Test Drive III. N/A£1699 

The Games 92 Espana .... £20.99 £20.99 

Their Finest Hour.£19.99 £19.99 

The Manager.£20.99 £20.99 

ThunderhawkAH-73M.£21.99 £21.99 

Thunder Jaws.£1699 £1699 

Tip Off.£1699 £1699 

Toki.£1299 £1299 


Leoends of Valour . £2699 £2699 Red Zone..!.„ £1699 £1699 Troddlers.N/A £1699 

Le^ire Suit Larry riZ £1299 m Rise of the Dragon. N/A £24.99 WSnrwteRameball .N/A £1699 
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Leisure Suit Larry II.£14.99 £14.99 

Leisure Suit Larry III . £20.99 £2699 

Leisure Suit Larry V. N/A £2699 

Lemmings.£1699 £1699 

Lemmings and Data Disk .. £19.99 £19.99 

Lemmings II* . £21.99 £21.99 

Lemmings-Data Disk.£1399 £1399 

Lemmings-Stand Alone .. £1699 £1699 

Life and Death II . N/A £20.99 

Links HD. N/A £2399 

Liquid Kids* . £1699 £1699 

Lost Patrol. £1699 £1299 

Lost Treasures of Infocom .... N/A £29.99 
Lotus Turbo Challenge II .. £1699 £1699 
Lotus Turbo Challenge III.. £1699 £1699 
Lure of the Temptress .£19.99 £19.99 

Ml Tank Platoon.£19.99 £19.99 - - 

Magic Pockets.£1699 £1699 Shadowlands.£20.99 £20.99 
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Risky Woods.£1699 £1699 

Robin Hood.£1699 £1699 

Robocod .£15.99 £1699 

Robocop . £699 £699 

Robocop II...£14.99 £14.99 

Robocop III .£1699 £1699 

Robo Sports. N/A £2399 

Rod Land.£1699 £1699 

Rookies*.£17.99 £17.99 

R-Type II.,.£14.99 £14.99 

Rugby World Cup.£1699 £1699 

R.V.R Honda. £699 £699 

Sabre Team.£1699 £1699 

Savage Empire . N/A £2299 

Secret Silver Blues .£21.99 £21.99 

Secret WeapLuft*.£19.99 £19.99 

Sensible Soccer 1.1.£1699 £1699 


... Taylor ........ 

Chuck Rock . £7.90 £7.99 Grand Prbc (Formula). £2390 £2399 

Civilisation. £2399 £2399 Gunship2000*. £21.99 £21. 


C.Y's Air Com bat. £20.99 £20.90 

Codename Ice Man. £1299 N/A 

Cool Croc Twins. £1699 £1699 

Cool World*.N/A £1699 

Confict Korea.N/A £2399 

Contraptions *.N/A £1699 


Guy Spy. N/A £20.99 

Harlequin . £1699 £1699 

Harpoon (1 Meg). N/A £19.99 

Harrier Assault AV8B . £2399 £2399 

Heimdall. £2399 £2399 

Hero's Quest (Grem). £1699 £1699 


Man Utd. Europe.£1699 £1699 

M. Ditka Ultimate Football* £1699 £1699 

Mega Fortress.£19.99 £1699 

Mega Sports. £1699 £1699 

Megatravefler II.£20.99 £20.99 

Mercenary III.£11.99 £11.99 

Merchant Colony.£1699 £1699 


SHADOW BEAST II .£1299 £1299 

Shadow of the Beast III . N/A £19.99 

Shadow Worlds.£1699 £1699 

Shoot em up Con. Kit ........ £7.99 £799 

Shuttle the Sim .£20.99 £20.99 

Silent Service II.£23.99 £23.99 

Sim Ant. N/A £2299 


Merchant Colony.£1699 £1699 aim Ant.. n/a 

Microprose Golf.£2399 £2390 Sim Earth .£20. W £20.99 

Midnight Resistance. £699 £699 Simpsons.£16^ £16^ 

Midwinter II. £2399 £2399 Sleepwalker*.£1699 £1699 

Mig 29 Fulcrum.£1699 £1699 ~ ‘ 


Might of Magic III. N/A £2399 - - 

Moonstone..£19.99 £19.99 Soccer Kid.£1699 £1699 


Smash TV.£1299 £1299 

Snow Bros.£1699 £1699 W.W.F. II.£1699 £1699 


TV Sports Baseball .N/A £1699 

TV Sports Boxing.N/A £1699 

Turrican II . £7.99 £7.99 

Twilight 2000.£2399 £2399 

Ugh?!.N/A £1699 

Uttima Martian Dreams* .. £20.99 £20.99 

Ultima Underworld *.£20.99 £20.99 

Ultima V.£19.99 £19.99 

Ultima VI.£20.99 £20.99 

ULTIMA VII*.£20.99 £20.99 

UMSII.£2399 £2399 

UMS II Planet Editor* .£20.99 £20.99 

Universal Masters.£1699 £1699 

Untouchables. £699 £690 

Uridium II*.N/A £1799 

Utopia.£20.99 £20.99 

Utopia New World .£11.99 £11.99 

Vengeance of Excai. N/A £1299 

Video Kid.£1699 £1699 

Viking Fields of Conquest.. £1699 £1699 

Votfied.£10.99 £10.99 

Vroom .£1699 £1699 

White Death (1 Meg) .£1299 £1299 

Wild Wheels.£14.99 £7.99 

Wily Beamish . N/A £1699 

Wing Commander I.N/A £19.99 

WizKid .£1699 £1699 

Wolf Child .£1699 £1699 

World Championship Boxing £699 £699 
W.W.F.£1699 £1699 


Zoo!.£1699 £1699 


DREAM TEAM only £16.99 
Terminator II, Sim peons, W.W.F. 


BITMAP BROS VOL 2 only £16.99 

Xenon II, Speedball II, God* Magic Pockets 


BITMAP BROTHERS VOL1 only £1699 

Xenon, Cadaver and Speedball II 


NINJA COLLECTION only £1399 

D. Dragon, Shadow Warrior, 0. Ninja 


RAVNG MAD only £1699 

Mega twins, Rodland, Robocod 


ACTION 5 only £19.99 
Rick DangerousII, Ghostbusters II, Gunship 
Super Ski and Hard Driving 


SUPER FIGHTER only £1699 

Ptfighter, W.W.F., Final Fig* 


SOCCER MANIA only £11.99 

Football Manager II, Gazza's Soccer, Footbal 
Manager - W.C. Edtion, Microprose Soccer 


DOUBLE DOUBLE BILL only £1499 

TV Sports Football, Wing* 

TV Sports BasketbaH, Lords of the Rising Sun 


FLIGHT COMMAND only £14.99 

Elim inator, Strike Force Harrier, 
Lancaster, Sky Fox and Sky Chase 


IND GAMES only £1499 
Austerltz, Waterloo, and Cocflict in Europe 


MEGA MIX AMIGA only £19.99 

Leander, Agony, Ork 


RAINBOW COLLECTION only £1399 
New Zealand Story, Bubble Bobbie, 
Rainbow Islands 


MAGNUM 4 Amiga £16.99 ST £12.99 

Afterburner, Double Dragon, Operation Wof, 
and Batman Caped Crusader 


AWARD WINNERS ONLY £16.99 

Kick Off II. Pipemania, Space Ace 
and Populous 


GRANDSTAND only £11.99 
Gazza Super Soccer, Pro Tennis Tour, 

World Class Leaderboard and Continental Circus 


POWER PACK only £14.99 

Xenon 2, TV Sports Football, Bloodwych and 
Lombard Rally 


HOLLYWOOD COLLECTION only £1699 

RoboCop, Ghostbusters 2, Indiana Jone* 
Batman the Movie 


HEAD TO HEAD only £26.99 

Mig 29 Super Fulcrum, F19Steall 


th Fighter 


MAX EXTRA only £17.99 

Turrican II, ST Dragon, SWIV and Night Shit 


BIG BOX only £15.99 
Captain Blood, Tin Tin on the Moon,Safari Gun* 
Teenage Queen, Bubble Plu* Purple Saturn Day* 
Krypton Egg, Jum ping Jackson, BoBo, Hostages 


ACTION PACK only £15.99 
Cosmic Pirate* Rotor. May* On Safari, Eliminator, 
Fast Lane, Sherman M4, Hostage* Targlan, 
Colorado 


BIG BOX II only £19.99 

Back to the Future III, R-Type, IK+. Real 
Ghostbuster* Def of the Earth, TV Sports Football, 
Shanghai Armalyt* Sinbad, Bomboozal 


TEST DRIVE II COLLECTION 

AMIGA only £20.99 
Muscle Car* CaHornia Challenge, 
European Challenge, Duel, Super Cars 


STRATEGY MASTER 

only £20.99 

Deutero* Populous, Hunter, 
Chessplayer 2150 and Spirts of Excalibur 


4 WHEa DRIVE only £19.99 
Lotus Esprt, Ceiica GT4 Rally, Team Suzuki and 
Combo Racer 


BOARD GENIUS AMIGA only £17.99 

Deluxe Monopoly, Deluxe Scrabbl* 
Cleudo Master Detective and Risk 


CHAMPIONS only £1399 

Jahangir Khan Squash, Man Unted 
and W.C. Boxing Manager 


SUPER HEROES only £17.99 

Strider II, Indiana Jone* Last Ninja II 
and Spy who loved me 


2 HOT 2 HANDLE only £16.99 

Golden Ax* Total Recall, Shadow Warrior, 
Super Off Road Racing 


NEW SHOP 

NOW OPEN 
AT 

120a 

MYDDLETON 

ROAD 

WOOD GREEN 
LONDON 
N22 4NQ. 

SHOP PRICES 
MAY VARY. 


i Please make cheques and P.O.'s payable to Eagle Software. P&Pis£1.00per‘itemintheUK. 
Orders under £10 please add 50p per item. Europe: add £3.50 per item. Elsewhere add £4.50 per 
item. New titles will be sent as released and are subject to manufacturers price reviews. E.&O. E. 

| SPECIAL OFFER APPLIES ONLY IF QUOTED WHEN ORDERING. 

Computer __ Date _ 

i Title_ Price _ 

_ Price _ 


Name: 


Address: 


119 


Price 

Price 

I P & P 
Total 


Postcode: 
Card No: _ 
Exp Date 


Tel: 


Member No: 


Access Q VisaQ Cheque Q P.O'sQ 

Free Membership with First Order. No obligation to re-order. 


[ *Not released at time of going to press W .—_I 
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Fed up with 
standing on the cold, 
wet terraces, Simon Byron 
has decided to take action. 

Move over Gerry Francis as Simon rises to 
the very pinnacle of football - manager of 
Q.RR. 


The main screen is 
the nucleus of the 
game and from 
here all options are 
but a dick away. 

The icons are all 
fairly self-explana¬ 
tory and within a 
few moments most 
gamesters should 
be able to recite 
the meaning of all 
of them. Note the 
printer at the bot¬ 
tom of the screen 
which prints out 
all the fixtures or 
results and the 

fax machine to the right of it which faxes newsworthy messages now 
and again. 


Once you've selected your team and chosen the players that you wish your 
team to comprise of, it's onto the match screen which reflects the key 
action in a series of static screens. You can substitute at any stage by click¬ 
ing on the subs button and are given the option automatically at half time. 
The ball moves left and right on the bar between the teams reflecting the 
position of the ball on the field. Come on you Farnborough's! 


R ight from their origins in the days of the ZX81, football management 
games have never really been super-sexy like their arcade counter¬ 
parts, most being simply content to present all the numbers and data 
in functional, boring tables. It's funny how popular this type of game is, 
having risen from the ancient Addictive game, imaginatively entitled - get 
this - 'Football Manager', to the incarnations we see today. The manage¬ 
ment game has certainly moved with the times and software houses are 
constantly thinking of new and original ways to relay the facts to the 
sophisticated players of the nineties. 

Just what it is that attracts players to sit for hours on end, minds focused 
on the ultimate 'goal', is hard to define. Avoiding bankruptcy whilst for¬ 
ever improving the team, or perhaps securing a major sponsorship deal 
with a multi-national company can sometimes produce feelings of emo¬ 
tion which rival defeating a huge end-of-level guardian any day. The sat¬ 
isfaction of seeing your team climb a couple of places in the Rubbish 
League can be so great that gamers have been known to explode in front 
of their monitors, provoking legislation that requires all management 
games to carry a health warning. If your team wins a major tournament 
then the likelihood is you'll be performing cartwheels and various other 
gymnastic movements all around your room. How many other games can 
you name that produce that sort of effect? 

And so we arrive at Premier Manager, the latest addition to the genre. 
Can Gremlin inject fresh life into the old-dog? Let's take a look at the Clas¬ 
sifieds. 


The transfer market is the place to 
buy fantastic new players or sell 
crusty-old has-beens. You can call up 
information on any of the players 
listed which will display another 
screen outlining their skills and 
weaknesses (see inset). Once you 
decide to bid for a player listed you 
are presented with a figure which 
'they' think the player is worth and 
you are able to submit your bid. 
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When it comes down to it at the 
end of the day, a football manage¬ 
ment game is a football 
management game, right? Right. 

There's not much you can do to dis¬ 
guise that fact and no matter how 
much in-game screens you add, it's 
all really a case of number shifting 
and decision making. With all these 
modern games a balance needs to 
be struck between the game core 
and these presentation screens - 
they should never intrude upon the 
actual information or appear to 
interfere with the flow of the 
game. Premier Manager is all very 
nice and all that, and the way it is 
implemented is very good indeed, 
but some of the features, pleasant 
as they are, do get in the way. 

Contacting the trainer or the scout, 
for example, involves using the 

telephone and dialling num¬ 
bers to 'ring them up'. 

Although you can click direct¬ 
ly on their names to call 
them, dialling their numbers 
soon proves to be a chore, 
the phone rapidly becomes 
redundant and I can't imag¬ 
ine anybody using it more 
than three times. Like I say, 
it's very nice but do we really 
need it? The game itself is 
pretty much your bog- 
standard management 
'thing', which is unsurprising 

given the subject matter, and as such can't really be 
faulted. If you choose to watch the actual match it can 
prove fairly exciting but the option to avoid sitting through 
it or speeding it up is welcome. I wouldn't say that Premier 
Manager offers anything really new and if you've already 
purchased a management game then you'd probably come 

to the conclusion that it is simply 
more of the same. If you haven't 
got one then the additional 
features which gloss over the 
main game may prove to be 
the ticket for a smooth introduc¬ 
tion to the genre. 


IL H S T A1ILITY 


From the Results Service screen you can not only check on the scores for 
your division but those of the other leagues as well. All the progress in the 
major cups can be displayed at a touch of the button as well. I see QPR have 
been beaten by Chelsea - that'll all change when I become manager. 


This is where you can scrounge some 
dough if things are running a little 
tight. After checking your bank bal¬ 
ance and attendance figures, you 
can apply for a loan spread over a 
number of years. Like real banks 
(where it's not all work, work, work) 
they'll weigh up the proposed sum 
and, more often than not, turn it 
down. Pah! The recession's hit the 
footy clubs too, you know! 


It is possible to call up infor¬ 
mation on your personal 
performance from the 
Career History screen which 
displays your performance 
over the past few years. 


From the telephone you can 
dial any of the common 
numbers or, by calling the 
Board of Directors you can 
hand in your resignation, if 
you've had enough. 


You can change your team as often as you see fit and a lot of information 
can be called up from this screen regarding each player. Their skills at han¬ 
dling (Maradona would rate highly here), tackling (Stuart Pierce went off 
the scale when I selected him), passing, shooting and stamina are all dis¬ 
played. Various other information like their age, time spent on the ball in 
the last match etc, etc. are shown as well. 
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Of course, you don't need a lot a 


practice to 

defeat the feeble Germans in the Battle of 
Britain but we thought you'd like to see 
exactly how it's done. Erm, if I don't make it 
back safely, it's not because of a lack of talent 
on my part, it’s because the program must be 
faulty... no, really. 


Right, off we go then. 
To enroll for duty ini¬ 
tially, you'll need to 
enter your name and 
callsign in one of 
these books. Sadly 
there's only room to 
type in a maximum of 
ten characters so 
you'd better keep your 
nicknames short. Play 
is saved automatically 
at the end of every 
'game' day, relieving 
you of the need to do 
it manually. 


Reconfift Cancel 


i jul *o-au» * 


After selecting to play as a Pilot, we need to choose 
one of the four campaigns to get involved in. They all 
require basically the same tactic - remove all foreign 
objects from the sky - but are fought during slightly 
different stages of the war. This means that as the 
battles progress, the original battleplan of the 
Germans is reflected accurately in the game. 




Tally-ho chaps, bandits at twelve o'clock, er, 'Jer¬ 
ries', Hitler (?), Berlin... World War 2 certainly 
conjures up a wealth of images for Simon Byron. 
He scrambles down to the airfield to find out 
whether the new flight-sim from Virgin earns its 
wings 


me 


C an you imagine what it must 
have been like in the dark and 
gloomy days of the Battle of 
Britain? Instead of a high-tech Amiga 
for entertainment you'd have had to 
make do with a wooden hoop which 
you'd roll down the street using a 
twig. No telly, just a 'wireless' with 
endless Vera Lynn and Gracie Fields 
songs blaring from the mono speak¬ 
er (no stereo in those days). And, 
worst of all, no The One!!! Oh, and 
not forgetting the endless fear, 
panic, bombing and rationing that 
you'd have to put up with as Hitler 
tried, in vain, to take over the world. 

Nope, thankfully we're much bet¬ 
ter off nowadays but we do have the 
opportunity to journey back in time 
thanks to Reach for the Skies, a game 
by Rowan Software (the people 
behind Flight of the Intruder). 
They've taken a slightly different 
approach than you might have 
expected by allowing you to choose 
which side you want to be on. Whilst 
this may seem like a controversial 
and, let's face it, unethical decision 
(it provokes images of our now for¬ 
eign friends desperately trying to 
rewrite history), it actually makes for 
an interesting gaming experience 
where you can see first hand the 
problems that the Germans were up 
against. 

The core of the game is a 3D flight 
simulation which takes place, in the 
main, over the southern coasts of 
Britain. Apparently a great deal of 
research has enabled the program¬ 
mers to implement all the real tac¬ 
tics and formations that the Ger¬ 
man's used so could this game 
be the closest us pampered 


gamers will ever get to experiencing 
the hellish life of a real WW2 pilot? 
Climb aboard your aircraft, rev the 
engine, chocks away and we'll take a 
butcher's, shall we? 


As well as being a pilot, you can play the role of a rear 
gunner in planes that are fitted with such weapons. 
Stick the aircraft on auto-pilot and shoot away like 
there's no tomorrow. Whilst these views also give you 
the chance to see what's behind you, there is a look-up 
view which, as well as showing what's above you, also 
reveals a rear-view mirror. 


Playing the Controller allows you to influence the cam¬ 
paign to a greater extent. You can plan attacks, move 
aircraft from factories to hangars and call up all kinds 
of information on the enemy forces. Morale plays an 
important part in this role as you need to ensure the 
men are contented so that they can perform to the best 
of their abilities. 


Reach For 

Skies 
















































Once we've seen the mission briefing (which tells you where you'll be 
u a " d u the ex P ec f ed opposition) it's into the game proper. 
Take-off can be either manual or automatic but you must remember to 
raise the wheels yourself. Once we're skywards it's best to select the 
automatic pilot option (did they have those in the Forties?) which will 
point you in the direction of the bad guys and commence attack 

procedures. 

Right, we're going the " J j j j y 1 - 

right way but the only Mm • „ , , 

problem is that the jHf | 

pesky Jerries are miles Ml / j j 

away. Whilst it is still M - h- » -4- 

possible to reach your JHr j \ Y^/ I 

destination manually, I JP | j ~T | 

the programmers have ^ 

included a handy accel- 1 

erated time option 
which relieves the 

boredom of the jour- f JHl 

ney between base and 
the bloody great scrap 

(and subsequent bot- PS5H5wMmlt ’>25 SKa/S5H 

tom-kicking) that the j 

enemy is about to I I fjMBj c HHI 

receive. 


Messages periodically appear 
along the top of the screen, most¬ 
ly from your fellow pilots letting 
you know that there's a bandit on 
your tail. Sometimes actual crack- 
ly speech information like “Some 
trade for you" (an enemy is near¬ 
by) or "Tally Ho" (urn, tally ho) 
can be heard over the airwaves. 
Once a German is on your tails 
he's fairly hard to shake off so 
some traditional aircraft manoeu¬ 
vres are what's called for. 

There are simply squillions of 
external views to choose from, 
most of which are configurable 
to your own satisfaction. The 
handiest of the lot is this combat 
view, which keeps the camera 
fixed on the currently locked-on 
enemy, enabling you to line up 
your shots accurately. Bye-bye, 

Mr Nasty. 


Blimey, Nazis, thousands of them - 
don't shoot 'till you see the whites 
of their eyes. If things do become 
hairy (like they are now). Reach for 
the Skies offers a helpful, but unre¬ 
alistic, feature which enables you to 
'jump' from plane to plane in your 
squadron. This means you can quite 
often get out of a dangerous situa¬ 
tion at the press of a key. I might 
do that right now... 

...Too late! Bloody programmers, I 
thought this was supposed to be 
realistic. Here we have the end-of- 
mission briefing and, as you can 
see, I didn't fair too well. You can 
receive a full summary of your mis¬ 
sion from here as well as reflecting 
for a few moments on the efforts 
of a valiant fighter. 


Right, who's next? 
One down, loads to 
go. If you do man¬ 
age to down a Jerry 
then you can cap¬ 
ture the moment on 
'video'. By pressing 
the right keys the 
computer will 
record the events 
straight into RAM, 
and they can then 
be saved out to 
show your grand¬ 


children and let 
them know exactly 
what you did in the 
War. 


From the off it is easy to see that a great 
deal of effort has been piled into Reach and 
this is accurately reflected in the manual, 
which contains a wealth of historical facts 
about the Battle of Britain. Just flicking 
through the pages produces an unhealthy 
desire to play the hero and join in the 
Force's efforts but I'm not so sure that all 
these facts are that prominent in the game. 
It's hard to tell from the restrictive views 
that you fly with just whether all the j 

German manoeuvres 


Publisher; Virgin 

Games 

Developer; Rowatl 
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are actually being 
implemented, but I suppose that even the 
Spitfire pilots themselves didn't notice all 

JHHHHHHIi impressive trickery 
(and it didn't work 
anyway, did it?). It's 
certainly fairly fast but 
— . t,ie kiSS 65 * problem I 

found is that, unless 
you jump virtually 
i straight into a battle 

,sn t at all real- 

ZL I istic), there is a great 

'* ■ , F ^ L deal of flying about 

i before the 


enemy 
come into view. Whilst 
this is probably how it really was, it is a 
waste of time having to switch your auto¬ 
pilot on with accelerated time for a couple 
of minutes until the real dog-fighting 
begins. Maybe I'm just being picky as, to be 
fair, you can choose to jump straight in to a 
battle but in most flight simulations (yes, 
especially Knights of the Sky) the battle 
was almost immediate anyway. If you're 
interested in flight simulations, and as long 
as you remember that this is a WW2 sim 
and there's no modern 


weapons or aids, 
then you should find plenty to be pleased 
with (but try Knights first, though). 






















































































Dizzy games (which were, to be fair, 
mainly successful due to their low 
price point) remains to be seen. 


As you may have gathered, US Gold 
has launched another budget label 
named KIXX XL, a publishing force 
which will concentrate on hugely 
popular games from yesteryear. 
Closely tied with Lucasfilm and 
Delphine, to name but two, the 
higher-than-usual £12.99 asking price 
is compensated for by redesigned 
flashy packaging and unbudget-like 
manuals. How long before we see 
The Secret of Monkey Island at this 
price? 


Those Codies are presently beavering 
away on a new overhead racing 
game called Slicks. Costing a not- 
unreasonable £7.99, the game offers 
the player the chance to race six 
tracks seperately or together in a 
Grand Prix, and even to even 
challenge a friend in a spot of head- 
to-head frenzy. Look out for a full 
review next issue. 


Psygnosis in Budget News shocker? 
Yes, it's true! Although strictly not on 
budget, it's a compilation so that still 
counts. Entitled the 'Lemmings 
Bumper Pack', the £29.99 bargain 
bundle contains Lemmings and Oh 
No! More Lemmings in one easy-to- 
carry packaged, which has been 
totally constructed from sexy recycled 
materials (which is, apparently, to 
become the norm for new Psygy 
games). Of limited use to us older 
gamers, this should prove an 
excellent purchase for newcomers to 
the Amiga scene but it's only 
available until January 31st so 
* you'd better not dawdle. 
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INDIANA 
JONES AND 

TUB I ACT 
I Vf B I 

CRUSADE 

Kixx XL £12.99 


c 


fan it really be nearly three years since The Last 
Crusade first appeared on Amiga? At the time I 
Iremember thinking it was the best thing since 
sliced salami but a lot of water has passed under the 
graphic adventuring bridge since then, so it was with 
no small amount of trepidation that I loaded it up for 
reappraisal. Would my golden (but vague) memories 
be shattered, much like they were when I saw my 
childhood favourites The Banana Splits on TV recently? 

I needn't have worried, because The Last Crusade 
has aged surprisingly well. Admitted, the graphics are 
a bit crude (direct conversions from the PC version's 
16-colour EGA, I'd guess) and the player interface is a 
little clumsy in places, but for all this there's no 


denying that The Last Crusade is still a 
cracking game. In fact, it's actually better 
that the more recent Lucasfilm games in 
some respects (mainly in the disk¬ 
swapping/accessing department). 

The Last Crusade is, as you may have 
already worked out, based on the third 
and last Indy movie (you know, the one 
with Sean Connery as his dad). The big 
problem with a movie tie-in graphic 
adventure is, of course, how to stay true 
to the plot of the film but also introduce enough new 
bits and puzzles so that players won't be able to just 
breeze through the game by recalling what happened 
in the film. However, Lucasfilm have succeeded 
admirably, and there's plenty of challenge even if 
you've seen the Indy films a hundred-and-one times 
(like I have). 

If you missed The Last Crusade the first time around 
(and I suspect there are probably quite a lot of you) 
then you have absolutely no reason to do so again. It's 
good to see The Last Crusade re-released as this is one 
game that definitely doesn't belong in a museum. 

OVERALL: 88% 
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Christmas is only just around the corner and the budget scene is 
hotting up in anticipation of a very merry festive season. If 
you've got any tight relatives who don't like to spend a few bob 
then slip them the name of one of the games below, hang about 
for a few weeks and - hey presto! - instant snazzy Christmas 
present. Due to the amount of games that have flooded in this 
month all The One's team have done their piece so if you'll just 
adjust your swimming caps we'll dive straight in... 
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ZAK McKRACKEN AND THE 
ALIEN MINDBENDERS 

Kixx XL £12.99 


n o 

when a; 


r i g i n a 11 y 
released way 
back in 1988 
when games weren't 
as sophisticated as 
they are now, Zak 
McKracken is an old 
graphic adventure 
from the LucusFilm 
stables. 

The hero, Zak, is 
your typical nerdy 
American citizen 
with high debts, low 
reserves of brain- 
cells and the weight 
of his world on his shoulders. 
Trouble is, though, some nasty alien- 
type aliens have decided to take over 
the world (yes, again) by brain¬ 
washing us humans using a 
particularly scary mindbending 
machine. So it's Zak to the rescue; by 
guiding him through a series of 
adventuring situations the scummy 
inhuman beings can be defeated, 
etc, etc. 

Whilst playing Zak McKracken it is 
easy to see how far things have 
progressed in the graphic adventure 
genre over the past few years. The 
visuals are sadly lacking in the quality 
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department with lumbering 
animations and garish, crude 
backgrounds. The player interface is 
extremely fiddly when compared 
with the games out now (Kyrandia 
especially) and it soon becomes 
really annoying having to select 
'Open' and then clicking on a door 
just to leave a room. 

It's not all bad, though, as the the 
humour which made the game in the 
first place is still just as wacky, in an 
American type of way, and most 
locations contain a few jokes or tiny 
touches. Zak McKracken is a fairly 
decent, good fun type of game 
which is let down 
slightly by the awful 
graphics and monotone 
sound. If you can live 
with this and you are in 
need of a challenging 
adventure then, aside 
from The Last Crusade 
which you should check 
out first, at this price 
you could probably do 
no wrong. 

OVERALL: 74% 
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3D Construction Kit 2 
A10 Tank Killer 
Addams Family 
Airbus A320 
Aquatic Games 
Assassin 
Beast 3 

Big Box 2 (10 games) 

Bug Bomber 
Catch’Em 

Championship Manager 
Civilisation 
Crazy Cars 3 
Curse of Enchantia 
Dune 

FI Grand Prix 
Fire & Ice 
Golf (Microprose) 

Hagar the Horrible 
Harrier AV8B 

Head to Head (Mig29 vs FI 9) 

Humans 

Jaguar XJ220 

Jimmy Whites Snooker 

John Madden's 

Kick Off 3 

Kings Quest 5 

Leisure Suit Larry 5 

Lemmings 2 

Lotus 3 

Lure of the Temptress 

Megalomania/First Samurai 

Monkey Island 2 

Nigel Mansell GP 

PGA Golf 

Pinball Fantasies 

Pool 

Premiere 
RailFload Tycoon 
Red Baron 
Sensible Soccer 
Silly Putty 
Space Crusade 
Space Shuttle 
Special Forces 
Street Fighter 2 
Striker 

Sword of Honour 
Wing Commander 
Zool 


£34.99 

£22.99 

£15.99 

£24.99 

£15.99 

£15.99 

£19.99 

£19.99 

£15.99 

£15.99 

£15.99 

£22.99 

£15.99 

£22.99 

£19.99 

£22.99 

£15.99 

£22.99 

£15.99 

£27.99 

£22.99 

£19.99 

£15.99 

£14.99 

£15.99 

£15.99 

£25.99 

£25.99 

£15.99 

£15.99 

£19.99 

£19.99 

£24.99 

£15.99 

£19.99 

£15.99 

£15.99 

£19.99 

£22.99 

£22.99 

£15.99 

£15.99 

£15.99 

£34.99 

£22.99 

£17.99 

£15.99 

£15.99 

£19.99 

£15.99 
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* 
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* 

* 

* 

* 
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fc JL 

* The above represents only a very small 

* selection of titles that we stock. If you do not * 

. see what you want listed, please give us a * 

* call. * 

* * 

Given the nature of games publishers, we can not guarantee that all the above will be released by JL 
the time this advert appears. Please call us to check availability to avoid disappointment. 

Post & Packaging £1.50 - Securicor £5 * 

48 hour despatch (cheques 7 days) 

Cheques should be made payable to SoftStore ^ 
Access and VISA cards accepted 
SoftStore, Dept DTO, PO Box 1720, Slough, SL3 OYX * 

0753-683336 

******************** 
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BUBBLE 

DIZZY 

Codemasters £7.99 

T he latest Dizzy game is a 
sidestep from our egg hero's 
more traditional arcade 
adventures. This time round Dizzy 
finds himself at the bottom of the 
ocean, having just been kicked 
overboard by the evil Captain 
Blackheart. As the more observant 
and budget minded among you 
will undoubtedly know. Dizzy 
cannot swim so he must make his 
way surfacewards pretty sharpish 
by stepping on one of the many 
bubbles that rise from the seabed. 

The bubbles aren't exactly the 
most stable of surfaces to be 
standing on and they quite 
frequently burst, forcing Dizzy to 




leap to another or sink back down 
and risk drowning. Oxygen is of a 
strictly limited supply and contact 
with some of the various sea 
meanies will deplete the air 
reserves further although there is 
always an extra canister lying 
around on the level somewhere. 
Pearls can be collected on the way 
up and once the surface is reached 
there's just enough time for a gulp 
of fresh sea-air before Dizzy is 
plonked at the bottom of another 
chasm with more rocks and 
platforms to hinder our hero. 

Bubble Dizzy is not a bad game 
by any means, although neither is 
it particularly outstanding one. It 
plays well, if a little 'rigidly' at 
times, but the the random nature 
in which the bubbles appear means 
that levels seem to rely more on 
luck rather than skill, provoking a 
fair amount of frustration on a 
number of occasions. The music is 
fairly rythmic in a bongo kinda 
way, the graphics are very 'Dizzy' 
styley, and it will probably provide 
you with a few weeks of gaming 
pleasure if you are willing to 
persevere with what is basically a 
limited arcade game. All-in-all it's a 
fair but not essential purchase. 

OVERALL: 61% 


SPELLBOUND DIZZY 

Codemasters £7.99 


I ot simply content 
with furnishing us 
with Bubble Dizzy, 
those Codies have covered 
both ends of the arcade 
market with the latest in a 
very long line of arcade 
adventures. In Spellbound 
Dizzy our eggy friend has 
got himself into another 
puzzle-solving situation by reading a-loud a really, really powerful 
spell from his old mate Theo the Wizard's spell book. Perhaps not 
exactly the cleverest thing to do, these rather rash magical words 
have transported all of Dizzy's friends to the underworld. Being the 
instigator of this dangerous situation. Dizzy must set about rescuing 
his Yolk Folk chums by negotiating a series of over 110 rooms 
containing all the problems and situations that we've come to expect 
from the budget, um, beagle. 

It's a standard Dizzy game in every respect, with the usual 
satisfactory graphics, jolly music and logical puzzles. It's so much like 
all the previous offerings that, to be honest, I doubt if you'd find 
much to keep you sufficiently entertained here if you've already 
played a couple of the other Dizzy adventures. It's very nice and all 
that but it seems as though the Codemasters are simply content to 
keep churning out games with the same tried-and-tested formula. If 
you're looking for new and innovative features here then you'll be 
sadly disappointed and you should only consider buying this game if 
you are a Dizzy virgin. (You know what I mean). 

OVERALL: 54% 

































®ei: 0234 241060 
$<M: 0234 240687 


A10 Tank Killer.£21.49 

Addams Family.£16.49 

Air Bucks...£16.99 

Air Support..£24.49 

Amberstar..£19.99 

Amanda*.....£16.99 

Apidya ...£16.49 

Aquaventura ....£ 16.99 

Archer Maclean's Pool.£16.99 

Arsenal FC *.£16.99 

Ashes of Empire...£24.99 

Assassin*.£16.99 

A- Train...£22.99 

Bane Of The Cosmic Forge.£24.99 

Barbarian II..£16.99 

Bard's Tale III.£16.49 

Battle Isle.£18.99 

Battle Isle - Data Disk.£11.99 

Battle Toads *...,.£16.99 

Bill's Tomato Game.£16.99 

Birds Of Prey.£22.99 

Black Crypt.£16.99 

Bug Bomber *.£16.99 

California Games II.£16.99 

Campaign *.TBA 

Carl Lewis Challenge.£16.99 

Castles. £16.99 

Castle of Dr Brain.£23.99 

Catch-Em..£ 16.49 

Ceasar.£19.99 

Celtic Legends...£17.99 

Centurion. £16.49 

Championship Manager...£16.99 

Chaos Engine *.£20.49 

Chuck Rock.£10.99 

Civilisation .. £23.49 

Cohort II*. £19.99 

Conquest of The Longbow.£23.49 

Cool Croc Twins.£16.99 

Cool Worlds *. £16.99 

Covert Action ....£23.49 

Crazy Cars III.. £16.99 

Creatures II...£16.99 

Creepers *. £19.99 

Cruise For a Corpse.£16.99 

Cytron*.£19.99 

Curse of Enchantia *. 7.£23.49 

Dark Queen of Krynn.£23.50 

Dark Sun Shattered Lands.TBA 

D Generation.£14.99 

DojoDan . £16.99 

Doodle Bug........... £16.99 

Dune.£19.99 

Dungeon Master / Chaos...£16.99 

Dynablaster.£19.99 

Elvira II. £22.99 

Epic.£18.99 

European Champion Football.£16.99 

Eye of The Beholder.£19.49 

Eye of The Beholder II.£22.49 

FI 5 Strike Eagle II.£23.49 

FI 9 Stealthfighter...£24.50 

Fascination...£ 16.99 

Fire Force...£16.99 

Fire & Ice.£16.99 

Flight of The Intruder.£12.99 

Floor 13.£20.99 

Formula OneGrandPrix.£23.49 

Games Espana '92.£17.99 

Gateway To The SavageFrontier£18.49 

Global Effect...£19.99 

G-Loc R360. £19.99 

Gobliins..£16.99 

Graham Gooch Cricket.£20.99 

Graham Taylor Soccer.£16.99 

Gunship 2000.£TBA 

Guy Spy.£19.99 

Hagar The Horrible.£16.99 

Harlequin.....£16.49 

Heart Of China.£22.99 

Heimdall...£19.49 

Hoi...£16.99 

Hook........£16.99 

Humans...£20.99 

Ian Bothams Cricket.£16.49 

I. JonesS Fate Of Atlantis *.TBA 

Ishar. £19.99 

Jaguar XJ220.£16.99 

James Pond Aquatic Games.£16.99 

Jimmy Whites Snooker.£16.99 

John Madden 2.£ 16.49 


Kick Off 2.£11.99 

K.O.2 Final Whistle.£8.49 

K.O.2 Giants of Europe................£8.49 

K.O.2 Return to Europe.£8.49 

K.O.2 WinningTactics.£8.49 

Kick Off 3*.£16.49 

Kings Quest 5.£29.50 

Knightmare....£ 19.99 

Knights of The Sky.£23.49 

Last Ninja III..£16.99 

Leander.£16.49 

Legend. £19.99 

Lemmings....£16.49 

Lemmings 2 *. £22.99 

Lethal Weapon *.£16.99 

Liverpool.£16.99 

Links. £24.49 

Lords of Time...£16.99 

Lotus Turbo Challenge II.£16.49 

Lotus 3 Ultimate Challenge.£16.99 

Lure of The Temptress.£20.99 

Man Utd Europe.£16.49 

Megafortress.£17.99 

Megatraveller II.£20.99 

Megasports.£16.99 

Microprose Golf.£23.49 

Midwinter II.£22.99 

Might & Magic III.£22.99 

Monkey Island....£16.99 

Monkey Island II.£24.49 

Moonstone.£20.49 

Myth. £16.49 

Nigel MansellsWorld Champ. ..TBA 

Nobby The Aardvaark.£16.99 

Nova 9. £23.49 

Ork...£16.99 

Pacific Islands.£26.50 

Parasol Stars.......16.49 

Perfect General.£22.99 

PGA Golf-Plus.£20.99 

PGA Golf- Data Disk.£12.50 

Pinball Dreams.£16.49 

Plan 9 fromn Outerspace.£22.99 

Player Manager.........£11.99 

Pools of Darkness..£ 19.99 

Populous II.£18.99 

Populous II Data Disk.£12.99 

Powermonger.£ 18.99 

Premiere........£19.99 

Project X.£16.49 

Pushover.. £16.99 

Ragnorak. £20.99 

Railroad Tycoon. £23.49 

Realms.£24.50 

Red Baron.£22.99 

Risky Woods.£17.99 

Robocod...£16.49 

RoboSports.£16.99 

Sabre Team*...£16.99 

Sensible Soccer.£16.99 

Shadowlands...£ 19.99 

Shadow Worlds *. £19.99 

Shuttle.£21.99 

Silly Putty....,.,....£16.99 

Silent Service II..,.......£21.49 

Sim Earth *. £24.49 

Space Crusade.£16.99 

Special Forces...£22.49 

Storm Master.£ 19.99 

Striker.. £16.99 

Street Fighter II *.£18.99 

Super Space Invaders.£15.99 

Super Tetris.£20.99 

Super Hero...£19.99 

Sword Of Honour...£26.99 


3D Pool. 

Advanced Destroyer Simulator 

Altered Beast... 

Back To The Future II. 

Back To The Future III. 

Battle Hawks 42. 

Blood Money... 

Bubble Bobble. 

California Games. 

Carrier command. 

Chase HQ II. 

Cisco Heat. 

Disc..... 

Double Dragon. 

Emlyn Hughes Soccer. 

FI6 Combat Pilot. 

Furure Wars. 

Gaunlet 2. 

Golden Axe. 

James Pond... 

Lotus Espirit. 

Midwinter. 

Moonwalker. 

Narc. 

New Zealand Story. 

North & South. 

Outrun. 

Pang... 

Panza Kick Boxing. 

Pictionary. 

Pipemama. 

Pitfighter. 

Plottings. 

Pro Tennis Tour. 

Puzznic. 

Rainbow Islands. 

Robocop 2. 

Sleeping Dogs Lie. 

Street Fighter. 

Supaplex. 

Test Drive II.. 

TV Sports Football. 

Wolf Pack. 

Xenon Ii.... 

Zack Macrakan. 


.6.99 

....£6.99 

....£6.99 

....£6.99 

....£6.99 

..£10.99 

....£6.99 

....£6.99 

....£6.99 

....£6.99 

....£6.99 

....£6.99 

....£6.99 

,...£6.99 

,:..£6.99 

....£7.99 

..£10.99 

....£6.99 

....£6.99 

,..£6.99 

,,£6.99 

,£10.99 

.,£6.99 

,,£6.99 

,,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

,.£6.99 

,.£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£6.99 

.,£9.99 

.,£6.99 

.£10.99 


Comp Pro 5000 Clear Extra. 

Konix Navigator. 

Konix Speedking. 

Quickshot Python 1. 

Quickjoy Jetfighter. 

Quickjoy Superboard. 

Quickjoy Topstar. 

Quickjoy Turbo. 


.£12.99 

.£12.99 

.£12.99 

,.£9.99 

.£12.99 

.£14.99 

.£19.99 

,.£8.99 


BOARD GENIUS - Scrabble, Risk, Cluedo, 
Monopoly £17.99 

BIG BOX 2 - R-Type, Ghostbusters, Shanghai, 
Sinbad, Defenders of the Earth, TV sports Football, 
Back to The Future 3, Armalyte, IK+, Bambuzal 

£17.99 

SUPER FIGHTERS w.w.f, Pitfighter, 
Final Fight £16.99 

DREAM TEAM - Terminator II, Simpsons, 
W.W.F - £17.99 


Name . 

Please send me 


Address 


Computer Type . Tel . 

Send to Wizard Games Osborne Court Olney Bucks 
MK46 4LA. Fax: (0234) 240687 
Postage & Packing included in U.K. Europe add £2.00. 
Elsewhere add £3.75 

Please make cheques /P.O’s payable to: ’Merlin Software' 


. 



















































































































































































































































■■■his, another vafue-for-money US Gold compilation, si 
| any cutesy platform game fan on hog heaven, as it c 
I Rodland, Robocod and Mega Twins. 

Rodland places you in control of Tam or Rit, two 'My Litt 
cuties, who must rescue 
their 'mom' from the ’ WMF' 
clutches of an evil demon. m 
Each single-screen level Jtk 

contains dozens of cuddly U 

meanies who each have Kitiw arPf 
their own special way of 
dealing out death to the 
two vom-inducing heroes. 

Once a level is dear of 
nasties, our heroes can 
move on to a meeting 

with the obligatory end-of-world guardians. You'll not find 
recent straight arcade conversions better than Rodland. It p 

tastically, looks brilliant and has a lot of variety in terms of 
_. *_._ 




KPilUHi BBPihe underground world of Pitfighting is a 
[ rough and dangerous place where 
H I blokes wouldn't think twice about 
1 slitting your throat for the price of half a 

a p A WBm shandy, and now you can be part of the action 
B courtesy of the latest re-release from Kixx. 

H The player (or players in the simultaneous two- 
I player fun mode) must battle his way through 
■Hb a number of progressively harder characters 
with names like Warrior and Angel (who, as it 
happens, is a rather luvverly lady), using a number of dirty fighting moves 
and lobbing a few motorbikes and the tike about. There are also a number of 
occasional 'bonus' screens where each player is awarded points for being the 
hardest and meatiest fighter in town. 

What sets this game apart fom the beat-'em-up crowd is the unusual way 
in which the on-screen violence is depicted. Each digitised sprite has been 
directly ported over from the coin-op and shrinks or enlarges as the players 
move in and out of the screen. When there's a number of characters in the 
'ring' the game camera pivots and swings to accommodate all the players 
which makes for a visually exciting and different experience. 

If you're looking for a rock-hard beat-'em-up then Pitfighter is an ideal 
purchase. The different graphical styles make the game more interesting and 
although there aren't a vast amount of moves, there's more than enough to 
satisfy the average gamester. As to whether it will be enough for all you 
sophisticated Streetfighter 2 fans... Well, perhaps, but you could do worse 
with your money whilst waiting for that particular phenomenon. 


OVERALL: 68% 


programmers have included a novel little twist 
whereby you can transform the car into a car with 
wings and take to the skies. Unfortunately, 
though, it's not very clear when you can and when 
you can't do this (the instructions are very brief) 
and just what the advantage of doing it anyway is 
beyond me. 

There's not a lot to recommend in Fire & Forget 
II. In fact, I'd say there's nothing at all to praise so 
- hey! - do yourselves a favour and stay well clear 
of it. It's tempting to end the review by utilising 
the words 'fire' and 'forget' together in a clever 
little sentence but I'm not going to, okay? 

OVERALL: 39% 


FIRE & FORGET II 


Fox Hits £9.99 


O ne of the first releases on Titus' new Fox 
Hits label is this little offering which first 
raised its ugly head in 1990. Basically it's a 
sort of Chase HQ-type driving game in which - get 
this - you don't actually have that much control 
over the car. If you just leave the vehicle to its own 
devices then it will quite happily negotiate the 
bends and twists like it's your chauffeur. Now, call 
me old fashioned or something, but I thought that 
the idea of a driving game is to, like, drive a car 
around a track. Still, perhaps this has all been 
decided for a very good reason so let's not worry 
about it too much. 

Besides being a driving game where you don't 
drive. Fire & Forget II is also a shoot-'em-up along 
the lines of Roadblasters, the crusty coin-op from 
Atari. Badly-drawn sprites are placed above or on 
the road which you must finish them before they 
finish you. There doesn't seem to be much skill in 
shooting the enemy craft as it appears to rely more 
on luck than anything, and quite often you end up 
losing a life by being hit by a single bullet which 
you had no knowledge of before. 

Not simply content to leave it at that, the 
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Villiers House 


110 Villiers Road 
Watford Herts 
WD1 4AJ 

( 0923)676419 

All items subject to availability E.&O.E 
Allow 14 Days for Delivery 


Please make cheques/P.O.payable to Microdisk p.p UK add 
75p per item. Europe add £2.50. Elsewhere £3.50 


PRICE 


■PRICE GAME 


... PRICE 

.21.99 

.16.49 

.24.99 

.17.99 

.24.99 

.16.99 

.16.99 

.(NEW) ...16.99 

.16.99 

.16.99 

.16.99 

.24.49 

.22.49 

.16.49 

.22.49 

.16.99 

.16.99 

.18.99 

.16.99 

.16.99 

.23.99 

.16.49 

.16.99 

.20.99 

.23.49 

.16.99 

.21.99 

.20.99 

.16.99 


GAME...... 

HEAD TO HEAD. 

HEIMDALL. 

HERO QUEST (I MEG). 

HOI.(N 

HOOK. 

HOSTILE BREED. 

HUMANS. 

I JONES FATE OF ATLANTIS. 

IAN BOTHAM'S CRICKET. 

INTERNATIONAL SPORTS CHAMPION. 

ISHAR. 

JAGUAR XJ220. 

J.WHITE'S WHIRLWIND SNOOKER. 

JIM POWER. 

JOHN MADDEN'S FOOTBALL. 

KICK OFF II. 

KICK OFF III.(N 

KID GLOVES II. 

KINGS QUEST V. 

KNIGHTMARE. 

LAST NINJA 3. 

LEANDER. 

LEGEND. 

LEGEND OF KYRANDIA. 

LEISURE SUIT LARRY 5. 


GAME... 

A10 TANK KILLER ENH. 

ADDAMS FAMILY. 

A320 AIRBUS. 

AIR SUPPORT.. 

AIR WARRIOR. 

ALCATRAZ. 

AQUATIC GAMES. 

ARABIAN KNIGHT. 

ARCHIE MACLEAN'S POOL. 

ARSENAL F.C. 

ASSASSIN. 

ASHES OF EMPIRE. 

A- TRAIN. 

BARBARIAN II. 

BATH. 

BATTLE ISLE. 

BATTLE TOADS. 

BEAST 3. 

BEAST MASTER. 

BEAVERS. 

BIRDS OF PREY. 

BLUES BROTHERS. 

BUG BOMBER. 

CASTLES . 

CASTLE OF DR BRAIN. 

CENTURIAN. 

CELTIC LEGENDS. 

CHAOS ENGINE. 

COOL WORLDS. 

CONQUEST OF THE LONGBOW 

COVERT ACTION. 

CRAZY CARS 3. 

CREEPERS. 

CRUISE FOR A CORPSE. 

CURSE OF ENCHANTIA. 

CYBERCON III. 

CIVILISATION. 

DARK MERE. 

D-GENERATION. 

DOJO DAN. 

DOODLE BUG . 

DUNE. 

DYNABLASTER. 

ELVIRA JAWS OF CERBERUS.. 

EPIC.19.99 

EUROPEAN CHAMPION FOOTBALL.16.99 

EYE OF THE BEHOLDER.19.99 

EYE OF THE BEHOLDER 2.22.99 

F15 STRIKE EAGLE II.23.99 

FI 9 STEALTH FIGHTER.19.99 

FATAL STROKES.16.99 

FIRE FORCE..(NEW) ...16..99 

FLOOR 13.22.99 

FLFIGHT OF THE INTRUDER.12.99 

FOOTBALL KID.TBA 

FORMULA 1 GRAND PRIX.23.99 

GAMES ESPANA 92.22.99 

GAUNTLET III.16.99 

GOBLINS.16.99 

GODFATHER..16.99 

GODS.16.49 

GRAHAM TAYLOR'S SOCCER CHALLENGE ...16.99 

GUNSHIP 2000.22.49 

GUY SPY.22.99 

HAGAR THE HORRIBLE.16.99 

HARLEQUIN.16.49 

HARD NOVA.16.99 

HARPOON. 19.99 


COMPILATIONS 


ROBOCOD.16.4$ 

ROBOCOP III.16.9$ 

ROBO SPORTS.20.9$ 

SABRE TEAM.16.9$ 

SENSIBLE SOCCER.16.9$ 

SHADOW OF THE BEAST 2.16.9$ 

SHADOW WORLD.16.9$ 

SIM EARTH.22.4$ 

SILENT SERVICE II.23.9$ 

SILLY PUTTY.(NEW) ...16.9$ 

SIMANT.23.9$ 

SIMPSONS.16.4$ 

SHUTTLE (REDUCED).22.9$ 

SPACE ACE2....25.9$ 

SPACE 1889.19.9$ 

SPACE CRUSADE. 16.9$ 

SPACE QUEST IV.25.9$ 

SPECIAL FORCES.21.9$ 

STREET FIGHTER II.18.9$ 

STRIKER.16.9$ 

SUPER SPACE INVADERS.20.9$ 

SUPER TETRIS..22.9$ 

SUSPICIOUS CARGO.16.4$ 

TEAM YANKEE.19.9$ 

TEAM YANKEE II.23.9$ 

TEARAWAY THOMAS.TBA 

TENNIS CUP 2.17.9$ 

TERMINATOR II.17.9$ 

THE CARL LEWIS CHALLENGE. 17.9$ 

THE COOL CROC TWINS.17.9$ 

THE MANAGER.22.4$ 

THE PERFECT GENERAL.22.9$ 

THUNDERHAWK AH-73M.21.9$ 

TITUS THE FOX.16.9$ 

TRODDLERS.16.9$ 

TV SPORTS BOXING.16.4$ 

TV SPORTS BASEBALL.16.4$ 

UGH.(NEW) ...16.9$ 

ULTIMA VI.20.9$ 

UTOPIA.20.9$ 

VIDEO KID.16.9$ 

VIKINGS.16.9$ 

VROOM.16.9$ 

WAX WORKS.24.4$ 

WEEN.22.4$ 

WILLY BEAMISH.21.9$ 

WING COMMANDER (1 MEG).22.4$ 

WIZZKID.16.9$ 

W.W.F. WRESTLING.16.4$ 

ZOOL (REDUCED).16.9$ 

ACCESSORIES 

1/2 MEG UPGRADE + CLOCK (REDUCED) ...24.99 

AMIGA 4 PLAYER ADAPTOR.7.99 

40 LOCKABLE DISK BOX.6.99 

80 LOCKABLE DISK BOX.8.99 

BOX 10 BULK DISK.6.99 

BOX 10 SONY DISK.9.99 

QUICKSHOT PYTHON 1.10.99 

QUICKSHOT MAVERICK.14.99 

QUICKJOY JET FIGHTER.13.99 

QUICKJOYTOPSTAR.20.99 

COMP PRO 5000 EXTRA CLEAR.13.99 

NAVIGATOR.'..13.99 

ZIPSTICK.13.99 

DISK BOX & 
JOYSTICKS P&P £1.00 


BOARD GENIUIS 

SCRABBLE, RISK CLUEDO, 
MASTER DETECTIVE 

£17.99 


BIG BOX 2 

R- TYPE 

,GHOSTBUSTERS,SHANGHAI, 
SINBAD, DEFENDERS OF THE 
EARTH, TV SPORTS FOOTBALL, 
BACK TO THE FUTURE 3, 
ARMALYTE, IK +, BAMBUZAL 

£17.99 


SUPERFIGHTERS 

FINAL FIGHT, W.W.F, 
PITFIGHTER 

£16.99 


LEMMINGS. 


LEMMINGS 2, 


LEMMINGS STANDALONE. 

LETHAL WEAPON. 

LINKS. 

LIVERPOOL. 

LORDS OF TIME. 

LOTUS 3. 

LOTUS TURBO CHALLENGE 2. 

LURE OF THE TEMPTRESS. 

MEGA FORTRESS. 

MEGA TWINS. 

MICROPROSE GOLF. 

MIDWINTER II . 

MIG 29 SUPER FULCRUM. 

MIGHT & MAGIC III . 

MOONSTONE. 

MONKEY ISLAND. 

MONKEY ISLAND ll(REDUCED). 

MYTH. 

NICK FALDO'S GOLF. 

NIGEL MANSELL WORLD CHAMPION 

NOBBY THE AARDVARK.(h 

NOVA 9. 

ORK. (h 

OUTLANDER. (h 

PGA PLUS. 

PGA GOLF DATA DISK. 

PINBALL FANTASIES. 

PIRACY. 

PUN 9 FROM OUTER SPACE. 

POOLS OF DARKNESS. 

POPULOUS II. 


DREAM TEAM 

TERMINATOR 2, SIMPSONS, 
W.W.F. 

£17.99 


BUDGET GAMES 

50P OFF LIST PRICE 
P&P ONLY 50P 


3 D POOL. 

BACK TO THE FUTURE III., 

BUBBLE BOBBLE. 

CARRIER COMMAND . 

CHASE HQ. 

CISCO HEAT. 

DOUBLE DRAGON . 

EMLYN HUGHES SOCCER 

FI6 COMBAT PILOT. 

GAUNLET 2. 

GOLDEN AXE. 

JAMES POND. 

LOTUS ESPIRIT. 

MOONWALKER. 

NORTH & SOUTH . 

CJ IN THE USA. 

BATMAN THE MOVIE. 

PANZA KICK BOXING. 

PITFIGHTER. 

PLOTTING. 

PRO TENNS TOUR. 

RAINBOW ISLANDS. 

TV SPORTS FOOTBALL.... 
TV SPORTS BASKETBALL 

PAPERBOY II. 

JOHN LOWES DARTS. 

SHOOT EM UP...... 

AD SPORTS DRIVING. 

AD SPORTS BOXING. 

WACKY RACES. 


POPULOUS/SIM CITY. 

PREMIERE. 

PROJECT X. 

PLAYER MANAGER.... 

PUSHOVER. 

ROAD RASH. 

RAILROAD TYCOON... 

REALMS. 

RED BARON. 

RISKY WOODS. 


PRICE jName.... 

! Address 


COMPUTER TITLES 


] Postcode 


TOTAL AMOUNT ENCLOSED 


FREE 

MYSTERY 

GAME 

WITH ORDERS 
OVER £45 




























































































































































































































































































Continued from page 90 


the game has been superseded by the likes of Zool and his friends, it 
still remains one of the top platform games to appear on the Amiga. 
Last up is Mega Twins, yet another scrolly platform game with two- 
player action and 'twice the fun and double the trouble' as it says here. 
The Twins must battle their way across a number of levels in an effort 
to sort out the problems of the land and retrieve a legendary stone 
called Dragon Blue Eyes. Obviously in a compilation there has to be 
one which doesn't stand up too well when placed next to the other 
games and - you guessed it - Mega Twins is that game. The action is 
a tad on the slow side and it doesn't seem to hold the attention of the 
player like Rodland and Robocod. It's just a fairly average game with 
no particularly outstanding features or amazing innovative feature. 
Overall the two main sellers, Rodland and Robocod, are both excellent 
games and if you don't own either then this compilation is well worth 
your money. 


0QQl?RQd 


Daze Marketing £25.99 




If you've got a passion for strategy-style games then your head'll prob 
ably explode when you take a gander at Magic Worlds. You see, it's a 
compilation of a trio of brain-taxers, namely Dragon's Breath, Crystals of 
Arborea and Storm Master. 

Dragon's Breath is by far the oldest of the three games. Up to three player 
can take part (if less than three are playing, the computer fills in), each 
assuming the role of a Dragonmaster in control of a legion of mighty drag¬ 
ons with which to do their bidding - raiding villages, attacking enemy drag¬ 
ons and so forth - the ultimate aim ______ 

-.-v;" :■ ‘ 

being to find the parts of a magic Tal¬ 
isman that will grant the possessor 
access to Dwarf Mountain and its 
secrets of immortality. Sadly, howev¬ 
er, the game doesn't quite fulfil the 
exciting promise of its scenario. The 
pace is slow, and even the most strat¬ 
egy-hungry gamer might find some - 2^,2 

aspects of the game daunting (espe- 5fs 
dally the incredibly complex spell¬ 
casting section). 

Crystals of Arborea is a sort of pre- * f i 2* C 

quel to the excellent Ishar. Both % 

games employ a very similar and very > K 

attractive first-person 3D graphics sys- «| ^ 

tern to illustrate the player's progress ® JP 

around the gameworld, but where iHp 

Crystals is empty and a touch dull. 

Star of the pack is Storm Master. As ruler of one of eight warring kingdoms, 
it's the player's job to keep the plebs happy, to defend and expand the realm 
and, of course, basically to try and stomp the opposition into the ground. 
Battle with enemy forces take place aboard giant flying ships (of the wood 
and sails kind), and this is where a rather nice arcadey element comes into 
play. It's an exceptionally pretty and very playable game, nicely thought out 
with an intriguing scenario. Top-notch stuff all the way. 

So, is it worth the asking price? It all depends on how much you like 
these sorts of games, I suppose. There are no real duffers here, and Storm 
Master is an superb game. You pays your money and you takes your 
choice, as the old cliche goes. 


OVERALL: 83% 
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OFTWARE CITY 

P.O. BOX NO.888 Wolverhampton WV11TP 

CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 



Registered Office: I.J.A. Software Limited 2nd Floor Offices Hampton Walk Queens Square Wolverhampton WV1 1TQ 



AMIGA GAMES 


AMIGA COMPILATIONS 


1 st Division Manager. 7.99 

3 D Construction kit 2(New).34.99 

A Train.(New).24.99 

Addams Family.17.99 

Air Support.17.99 

Air Force Commander(New).21.50 

Alien Breed. 17.99 

Another World ..17.99 

Apidya.17.99 

Aquatic Games.(New).17.99 

Arcade Fruit Machine(New).7.99 

Amie. 7.99 

Ashes of The Empire.24.99 

Badlands. 7.99 

Bane of The Cosmic Forge.25.99 

Bard's Tale Trilogy(New).24.99 

Battleehess. 9.99 

Battle Isle .21.50 

Battle Isle Data Disk.13.99 

Beast 3.(New).21.50 

Biff.(New).7.99 

Bignose The Caveman(New).7.99 

Birds of Prey .24.99 

Black Crypt. 17.99 

Blade Warrior. 7.99 

Bridge Player 2150.21.50 

Caeser.(New).21.50 

California Games 2 .17.99 

Campaign.(New).21.50 

Captain Dynamo. 7.99 

Carl Lewis Challenge.17.99 

Carrier Command(New Price).9.99 

Castles.....21.50 

Catch Em.(New).17.99 

Championship Manager.17.99 

Che - Guerilla in Bolivia (C.C.S.). 

.17.99 

Chuckie Egg 1 or 2 (Not A500 or 

A600). 9.99 

Civilisation.24.99 

Cohort 2.(New).21.50 

Cool World.(New).17.99 

C.J. In the U.S.A.7.99 

Cover Girl Poker.17.99 

Crazy Cars3.17.99 

Cricket Captain(New Price).17.99 

Cruise For a Corpse.19.99 

Cytron .(New).21.50 

D Generation . 17.99 

Daily Double Horse Racing..7.99 

Daley Thompsons Olympic Challenge 

.7.99 

Dark Queen of Krynn.22.99 

Death Knights Of Krynn.21.50 

Deluxe Strip Poker 2. 

(IMeg) (SPOffer).9.99 

Dizzy Panic.(New).7.99 

Dizzy Prince of The Yolk folk. 

.(New).7.99 

Dojo Dan. 17.99 

Double Dragon 1 or 2.9.99 

Dungeon Master/ 

Chaos Strikes Back.21.50 

Dynablasters.21.50 

Emlyn Hughes Int Soccer 

.(New Price).7.99 

Epic.21.50 

European Super League. 

(Sp Offer).9.99 

ExilefM:.(Special Offer).9.99 

Exodus 3010.(New).21.50 

Eye of The Beholder.21.50 

Eye of The Beholder 2 .(1 Meg) .24.99 

F16 Combat Pilot. 9.99 

Falcon.(New Price).14.99 

Falcon Op CounterStrike (Data Disk). 

.9.99 

Final Whistle. 8.99 

Fire & Ice. 17.99 

Fireforce.(New).17.99 

Flight of thelntruder. 

..(NewPrice).14.99 

Flimbo's Quest(NewPrice). 9.99 

Floor 13.....21.50 

Football Director 2 (New Price) ..9.99 
Formula 1 Grand Prix (Microprose).... 

.:.24.99 

Free DC.(New).18.99 

Frontline (C.C.S.).17.99 

Fun School 2(U6 or 6-8 or 8 +).7.99 

Fun School 4 (U5 or 5-7 or 7-11).. 

.17.99 


Games Espana '92.21.50 

Gateway Frontier. 22.99 

Golden Axe. 9.99 

Graham Taylors Soccer.17.99 

Grand Prix (Microprose).24.99 

Hagar The Horrible (New).17.99 

Hand of St James. (New).21.50 

Harlequin. 17.99 

Harpoon Version 1.21.24.99 

Haipoon Battleset 3 or 4.10.99 

Hoi.(New).17.99 

Humans.(New).21.50 

Ian Bothams Cricket.21.50 

International championship Athletics, 

.7.99 

International Karate +. 7.99 

International Sports Challenge...21.50 
Ishar Legend of The Fortress ....21.50 

Italia 1990. 9.99 

Italy 1990 (Kixx).7.99 

Jack Nicklaus Golf(New Price) ...7.99 

Jack Nicklaus Unlimited Courses. 

.(1 meg) 21.50 

Jack Nicklaus Unlimited Clip Art. 

.10.99 

Jack Nicklaus vol2 or 4 or 5.10.99 

James Pond.7.99 

J White's W/wind Snooker.21.50 

John Barnes' Soccer.17.99 

John Madden's Amercan Football 

.17.99 

Jones In The Fast Lane(New) ....24.99 

Kaiser.(New).17.99 

Kick Off 2 (IMeg). 

..(Special Offer).9.99 

Kick Off 2 Giants of Europe.7.99 

Kick Off 2 Winning Tactics.7.99 

Kick Off 2 Return To Europe.7.99 

Kick Off 2 The Final Whistle.8.99 

Kick Off 3.(New).17.99 

Kind words 3.34.99 

Kings Quest 5.27.99 

Knightmare + Hint Book.21.50 

Knights of the Sky.24.99 

Legend + Hint Book.21.50 

Leisure Suit Larry 5.24.99 

Lemmings.17.99 

Lemmings Data Disc.13.99 

Lethal Weapon.(New).17.99 

Links (requires Hard Disc Drive. 

.(New).24.99 

Links Firestone (HD)(New).12.99 

Liverpool. 17.99 

Lombard R.A.C Rally. 7.99 

Lords of Chaos (Special Offer)...9.99 

Lotus Espirit. 9.99 

Lotus Espirit Turbo Challenge 2 17.99 

Lure of the Temptress.21.50 

Man United. 9.99 

Man United Europe.17.99 

The Manager .21.50 

Manic Miner(not A500 or A600 ..7.99 

Match of The Day.17.99 

Megafortress. 21.50 

Megatraveller 2 . 21.50 

Microprose Golf.24.99 

Midnight Resistance.7.99 

Monkey Island 2 (Le Chucks 

Revenge).25.99 

Motor Head.(New).10.99 

Multi Player Soccer Manager.17.99 

Narc... 7.99 

New Zealand Story. 7.99 

No Greater Glory. (New).24.99 

Nova 9.(New).24.99 

Oh No More Lemmings(Stand 

.Alone).17.99 

Omar Sharifs Bridge .24.99 

P.G.A Tour Golf.17.99 

P.G.A. courses Data Disc.10.99 

P.G.A. Golf + Courses Disc.21.50 

Pacific Islands.21.50 

Paint N Create.(New).17.99 

Paladin 2.(New).21.50 

Paperboy 2 (Special Offer).7.99 

Parasol Stars.17.99 

Pinball Dreams.17.99 

Plan 9 Outer Space(New).24.99 

Police Quest 3.24.99 

Pool (Archer Macleans)(New) ..17.99 

Pool of Darkness.22.99 

Populous. 9.99 


Populous / Sim City.21.50 

Populous Editor.10.99 

Populous New Worlds.5.99 

Populous 2 (1/2 or 1 meg).21.50 

Powermonger.21.50 

Powermonger Data Disc .10.99 

Premiere.21.50 

Pro Tennis Tour.7.99 

Pro Tennis Tour 2.17.99 

Project X. 17.99 

Prophecy of the Shadow(New) ..22.99 

Putty.(New).17.99 

Puzznic. 7.99 

R-Type.7.99 

Railroad Tycoon.24.99 

Rainbow Islands.7.99 

Red Zone.17.99 

Rick Dangerous 2 

.(Specia lOffer).2.99 

Risky Woods.17.99 

Robocod .17.99 

Robocop 3 .17.99 

Robo Sport.(New).21.50 

Rugby Coach(New Price).9.99 

Secret Of Monkey Island 

(IMeg). 17.99 


Secret Of Monkey Island 2 

.(1 Meg) 25.99 

Sensible Soccer 92 - 93.17.99 

Seymour Goes to Hollywood.7.99 

Seymour Saves The Planet.(New)7.99 
Shoot 'Em Up Construction Kit....9.99 

Silent Service 2 .24.99 

Silly Putty.(New).17.99 

Sim City / Populous.21.50 

Sim City Architecture 1 .11.99 


Steg . 


Thomas The Tank Engine ....(New).. 


Toyota Celica.7.99 

Tracksuit Manager. 7.99 

Traders .(New).17.99 

Treasures of The Savage Empire22.99 

Treble Champions...3.99 

Trivial Pursuit.13.99 

Turbo Outrun.7.99 

Turrican 1 or 2. 7.99 

TV Sports Football(Not + 

Compatible). 9.99 

”gh.(New).17.99 

ttima 6 .21.50 

Ultimate Golf. 9.99 

Universal Monsters(New).17.99 

Utopia & Utopia New Worlds...:. 

.(New).21.50 

Vikings.(New).17.99 

Warriors of Releyne (New).21.50 

Wing Commander.(New).24.99 

Wizkid......17.99 

World Champ Boxing Manager ...7.99 

World Class Leaderboard .7.99 

World Class Rugby.9.99 

World Cricket. 7.99 

World Rugby. 7.99 

W.W.F 2 (European Rampage).. 17.99 
Zool.(New).17.99 


THE DREAM TEAM 

The Simpsons, WWF 
Wrestlemania, & Terminator 2 

£17.99 


BOARD GENIUS 

Scrabble Deluxe, Deluxe Monopoly, 
Risk & Cluedo Master Detective 

£21.50 


DIZZY COLLECTION 

Fast Food, Kwik Snax, Magicland 
Dizzy, Fantasy World Dizzy 
& Treasure Island Dizzy. 

£17.99 


DIZZY'S EXCELLENT 
ADVENTURE 

Spellbound Dizzy, Bubble Dizzy, Dizzy Prince I 
of the Yolk Folk, Panic Dizzy & Kwik Snax 

£17.99 


STRATEGY MASTERS 

Populous, spirit of Excalibur, Chess 
Player 2150, Hunter& Battlemaster 

£22.99 


FANTASTIC WORLDS 

Realms, Pirates, Wonderland, 
Populous, & Mega lo Mania 

£24.99 


SUPER ALLSTARS 

Steg, C.J. in the USA, Captain 
Dynamo, Adventures of Robin 
Hood & Magicland Dizzy 

£17.99 


SUPERFIGHTER 

Pitfighter, WWF Wrestlemania, & | 
Final Fight 

£17.99 


THE R.T. SMITH 
COMPENDIUM 

Vulcan, Ancient Battles, & Amhem- 

£19.99 


MEGA SPORTS 

Summer Games 1& 2, Winter Games, 
Games Summer Edition & 
California Games 

£17.99 


9 


\ SOCCER COMPILATION 

HINTBOOKS 


9 Kick Off 2, Gazza 2, Microprose 

9 Soccer & Emlyn Hughes Int. Soccer 

Bard's Tale 1 or 2 or 3. 

.5.00 

£17.99 


Eye of The Beholder. 

Eve of The Beholder. 

....7.99 

.9 99 

5 . 

1 3.5 Double Sided, Double 1 

... 0.59 

Kings Quest 1 or 2 or 3 or 4 or 5 8.99 

* i n 

l Density With Labels:- 

....5.50 

Knightmare. 

....5.99 

) 25, 

) 

..12.50 

Leisure Suit Larry 1 or 2 or 3.. 

....8.99 

) 


Loom. 

5 00 

) 40 Piece 3.5 Disc Box. 

...6.99 

Might & Magic 3. 


^ 80 Piece 3.5 Disc Box. 

. 7 99 

..14.99 

) 120 Piece 3.5 Disc Box. 

9 99 

Monkey Island . 

....5.99 

| MOUSE MAT 

...2.99 

Monkey Island 2. 

....9.99 

) AMIGA A500 DUST COVER. 

...9.99 

Secret of The Silver Blades. 

...7.99 

| AMIGA A600 DUST COVER. 

...9.99 

Space Quest 1 or 2 or 3. 

...8.99 

AMIGA 1/2 MEG EXPANSION 


Ultima 7. 

...8.99 

WITH OR WITHOUT CLOCK 

29.99 

Ultima Underworld. 

...8.99 


ORDER FORM AND INFORMATION 

All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send 
it to SOFTWARE CITY,P.O. Box 888 Wolverhampton, WV1 1TP 

ORDER FORM 

NAME:... 


POSTCODE..XEL NO:. 

Name of Game 

Computer 

Value I 














Postage 


TOTAL 



POSTAGE RATES: Please add 50p for post & packing on all orders under £5. 

EEC countries add £1 per item.Non EEC countries add £4 Per Item 
PAYING BY CHEQUE - Cheques payable to Software City. 

Credit Card Type Expiry Date 

Card No..' 

Signature..EUROPEAN ORDERS, MASTER CARDS,. 

Date ...EUROCARDS ACCEPTED THO 12/92 



















































































































































































































































































































































































































W e've gone tomato crazy 
here at The One, and it's all 
the fault of Psygnosis and 
their brilliant puzzler called (rather 
catchily we think) Bill's Tomato 
Game. We just couldn't stop playing 
the damn thing! In fact, it got so bad 
that none of the issue was getting 
written. So, in desperation David 
(who was the least affected of all of 
us, mainly because he couldn't get 
past even the first level) called Psyg- 
gy and asked them how they were 
weaning their playtesters away from 
its awesomely-addictive powers. 
Their answer? Tomato ketchup - and 
lots of it. Which brings us, in a some¬ 
what contrived manner, to... 

THE PRIZE 

So how's about this then, guys n' 
gals? Yes, one oh-so-lucky reader will 
win, courtesy of those top people at 
Psygnosis, a whole crate of scrum- 
de-lum tomato ketchup all for them¬ 
selves. Just imagine never having to 
suffer the indignity of dry fish fingers 
and chips ever again (well, for quite 
a long time anyway)... Makes you 
feel quite hot and excited, doesn't it? 

Oh, I almost forget - there's also a 
brand-spanking-new new A1200 for 
the winner as well, which I suppose 
'd better tell you about. Actually I'm 
not going to bother with all that 
because Doctor Dave 'Mad Dog 
Butcher' Upchurch (MD) has 


A CRATE OF TOMATO KETCHUP! 

(And an A1200) 


written a fine article, telling you all 
about the A1200's exciting new fea¬ 
tures and the like, some way back in 
the issue so if you haven't read it 
already then pop off and do it now 
and then I'll see you after the head¬ 
ing below. 

WHAT YOU HAVE 
TO DO... 

Well, to tie in with Bill's Tomato 
Game we've come up with a corking 
question which should keep you 
occupied for at least twelve seconds 
or something. All (ALL?) you have to 
do is count up the number of times 
we've mentioned the word 'tomato' 
this issue. That includes the review, 
contents pages, this compo - every¬ 
where, but it has to be the word 


THE RULES 

This competition is not open to 
employees of EMAP Images or 
Psygnosis, their friends or relatives. 
The competition will close on 
December 21st and the winners 
will be notified shortly afterwards. 
The Editor's decision is final and no 
correspondence will be entered 
into. No alternative prizes will be 
offered and, while every care is 
taken, EMAP Images cannot be 
held responsible for entries lost or 
damaged in the post. 


'tomato' and no variations on that 
(like tomatoes, tomatotastic, toma- 
toey or other such non-words that 
we've invented). So that's tomato 
and nothing else, okay. TO-MA-TO. 
(Yes, that one does count). 

Once you've decided on a toma¬ 


to of a figure, fill in the coupon 
below (or a photocopy if you don't 
want to destroy your precious issue), 
think up a witty answer to the tie¬ 
breaker and get your entry in by 
December 21st. Oh, and the best of 
British to you. 


Fill in the coupon below and send it to: IT TOOK ME HOURS TO 
COUNT ALL THOSE TOMATOES Compo, THE ONE, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. 

That was easy! As everybody knows, the number of times the word 
'tomato' appeared in this issue was:. 

Tie Breaker (to be completed in twelve words or less): 

Look, I really need a crate of tomato ketchup because 

Name:... 

Address:. 

Tomato code:. 

























































Kh/Wlt 


Name 


GAMES 


ry A 52 Lancaster Avenue, Kirk Sandall, 

JLM Doncaster, South Yorkshire. DN3 1NG 

Telephone Office: 0302 880081 
g^i A Ti/T W7 1 C* Mobile: 0831 233242 

V "TT / Wm Mi* Opening Hours: Mon - Sun 9am to 9pm 

^ No Personal Callers 

Computer Games Specialist Compilations and many more titles available. 

If not listed below, ring for details!! 


PROM 


SERVICE!! 


ARSENAL FC... 


ST/Amk^a 

AWARD WINNERS. 


.17.99 

ADDAMS FAMILY. 


..16.99 

ABANDONDFD PLACES.... 


.18.99 

AIR BUS. 


.24.99 

AIR DU FI. 


.23.99 

AIR SUPPORT. 


.17.99 

AIR WARRIOR. 

AGONY. 


.26.99 


.17.49 

ALIEN STORM. 


.17.49 

APIDYA. 


.16,99 

ASSAULT ON ALCATRAZ.. 


.17.49 

BI7 FLYING FORTRESS (L 

. 

.22.99 

BACK TO THE FUTURE III. 

.17.49 

BILLY THE KID. 


.........17.49 

BIRDS OF PREY. 


.23.99 

BLACK CRYPT. 


. 16.99 

BLUES BROTHERS. 


.16.99 

BLUE. MAX. 


.19.49 

BONANZA BROTHERS. 


.16.99 

CALIFORNIA GAMES 2 . 


.17.49 

CARL L£WIS CHALLENGE. 


. 19.99 

CASTLES. 


.19.99 

CHASE HQ II. 


.17.99 

CHUCK ROCK 2. 


.16.99 

CIVII ISA NUN (IM! . 

COVERT ACTION. 


.24.99 


.23.99 

CRAZY CARS 3. 


.17.49 

CYBERCON III. 


.17.49 

DEMONS GATE. 


.23.99 

DEUTEROS. 


.17.99 

DIZZY COLLECTION. 


.17.49 

JISCIPLES OP STEEL. 


.17.49 

D-GENERATION. 


.16.99 

DOJO DAN. 


.16.99 

DOUBLE DRAGON III. 


.17.49 

DUNE. 


.22.99 

DUNGEON MASTER. 


.17.99 

DYNABLASTER. 


.22.49 

EASY AMOS. 


.26.99 

EPIC. 


.18.99 

:.SPANA GAMES 92. 


.20.99 

EYE OF BEHOLDER 2 (IM) 

"(AoV.7 

.24.49 

EUROPEAN FOOTBALL CHAMPIONSHIP 17.99 

FI5 STRIKE EAGLE II. 


.22.99 

FORMULA ONE GP. 


.23.49 

FIRE S ICE. 


.17.99 

FIRST SAMURI (, MEGALOMANIA) 

.20.99 

G-LOC.:. 


.16.99 

GAUNTLET III. 


.16.99 

GRAHAM GOOCH. 


.20.99 


G. TAYLORS SOCCER CHAU..17.49 

GOBLINS.....; 16.99 

GODS.17.49 

GUNSHIP 2000.23.99 

GUY SPY.26.99 

HARLEQUIN.18.99 

HEIMDALI.24.49 

HF.ROQUEST (1M).17.99 

HOOK.17.99 

HUMANS.17.99 

INDIANA ATLANTIS ADV.22.49 

INTERNA] IONAL SPORTS CHALLENGE21.99 


LEMMINGS II .17.99 

LETHAL WEAPON 3 . 17.99 

LOTUS ESPRIT TURBO 2 . 17.49 

LOTUS CHALLENGE 3. 17.99 

LIVERPOOL . 16.99 

LORD OF THE RINGS (AO) . 19.99 

LIFE & DEATH ... 17.49 

LURE OF THE T EMPTRESS. 21.49 

Ml TANK PLATOON . 20.99 

MAGIC POCKETS . 16.99 


SPECIAL FORCES (1M).22.99 

SPEEDBALL II.16.99 

STRIKER. 17.99 

SWITCHBLADE II.16.99 

TEAM YANKEE II.21.99 

TITUS THE FOX.17.49 

TERMINATOR 2..16.99 

THEIR FINEST HOUR.21.49 

TIP OFF. 16.99 

TOKI.16.99 


MANUTDEUROPE... -16.99 TV SPORTS BASEBALL 16'.99 


SPECIAL PRICES FOR GAMES 
REVIEWED IIS THIS ISSUE 

TEARAWAY THOMAS.17.99 

TINY SQUEAKS.17.99 

KYRANDIA.21.99 

CYTRON.20.99 

ASSASIN.17.99 

ROAD RASH. 17.99 

LOCOMOTION.17.99 

PINBALL FANTASIES.20.99 

CHAOS ENGINE.17.99 

AQUATIC GAMES.17.99 

DOODLEBUG.17.99 

BATTLETOADS.20.99 

DARKMERE.18.99 

FIREFORCE.18.99 

ALIENBREED.16.99 

A TRAIN.24.49 

BEAST 3.20.99 

TOUCHLINE MANAGER.18.99 

PLAN 9 FROM OUTER SPACE.23.99 

TRODDLERS.17.99 

ARCHER MACLEANS POOL.17.99 

CAMPAIGN.22.49 

IAN BOTHAM.17.49 

ISHAR.22.49 

INDY HEAT.17.99 

JAGUAR XJ22Q( IM).17.49 

JAMES POND 2 - ROBOCOD.16.99 

JIMMY WHITE'S SNOOKER.19.49 

JOHN MADDEN (AO).17.49 

JOHN BARNES (IM).16.99 

JONES IN THE FAST LANE.23.99 

JACK NICKl.AUS (1M).19.99 

KICK OFF 2 (1M):.15.99 

KID GLOVES II.17.49 

LAZER SQUAD 2.17.49 

-EANDER.16.99 

LEGEND.17.99 

-EISURESUIT LARRY 5 (IM) (AO).23.49 


E 21.99 MANAGER.21.49 

MEGA FORTRESS.20,49 

'ES MEGA SPORTS.18.99 

E MEGA TRAVELLER II.20.49 

...17.99 MiG 29 SUPER FULCRUM . 24.99 

.17.99 MONKEY ISLAND II.24.49 

....21.99 MICROPROSE GOLF (IM).23.49 

....20.99 MIGHT & MAGIC III.24.99 

... 17.99 MYTH.17.49 

.... 17.99 NIGEL MANSELLS W. CHAMPIONSHIP...22.99 

.... 17.99 NO GREATER GLORY.23.99 

....20.99 NOVA 9.23.99 

.. 17.99 OUTRUNEUROPA.16.99 

...17.99 PACIFIC ISLANDS . 18.99 

....17.99 PGA I OUR PLUS .22.99 

....20.99 PINBALL DREAMS (AO).16.99 

... 18.99 PITFIGHTER.16.99 

I I'RINCI Ol I’l RSI A .I /.IQ 

....24.49 POPULOUS II (IM).19.99 

....20.99 PROJECT X.....17.99 

IK'.') I'Ll Mil K-i (AO).'170 

....23.99 PUTTY.17.99 

.17.99 PUSHOVER.16.99 

ion k'AII ROAD INC OON , IM) 22.99 

.. .22.49 RBI 2 BASEBALL (AO) . 16,99 

REALMS (IM).; . 20.49 

...17.49 RED BARON (IM).24.49 

...22.49 RED ZONE.....17.49 

...17.99 RISE OF THE DRAGON (I M) (AO). 24.49 

...17.49 ROBOCOD. (... 16.99 

...16.99 ROBOCOP III.16.99 

...19.49 ROOKIES . 17.49 

...17.49 RUGBY WORLD CUP.16.99 

...16.99 RISKY WOODS.17.49 

...23.99 SENSIBLE SOCCER.16.49 

...19.99 SHUTTLE THE SIM.28.99 

...15.99 SILENT SERVICE II.22.99 

...17.49 SIM ANT.22.99 

... 17.49 SIM EARTH.27.49 

..16.99 SIMPSONS.16.99 

...17.99 SPACE CRUSADE.17.99 

..23.49 SPACE GUN.16.99 


TRADERS.19.99 

ULTIMA 6..,..20.49 

UTOPIA.20.49 

UTOPIA ■ DATA DISC...........10,95 

VIDEO KID.16.99 

WILLY BEAMISH . 21.49 

WING COMMANDER.23.99 

WWF WRESI LING.16.99 

WIZZ KID.17.49 

WORLD CUP CRICKET (IM).17.49 

ZOOI. 17.49 

BUDGET 

ST/Amicia 

AFTERBURNER...,.6.99 

ARKANOID II. 6.99 

BARBARIAN IF,. . . 6.99 

BATMAN THE MOVIE. 6.99 

BUBBLE BOBBLE.6.99 

CALIFORNIA GAMES.6.99 

CARRIER COMMAND.8.99 

C.J. IN THE U.S.A.6.99 

CYBERBALL. 6.99 

DIZZY / YOLK FOLK 
DOUBLE DRAGON 


FALCON.12.49 

FANTASY WORL D DIZZY.6.99 

FIRST DIVISION MANAGER..6.99 

H6 COMMA I PIIOI . 87)9 

GHOSTBUSTERS II.6.99 

GAUNTLET II.6.99 

HEAD OVER HEELS..'. 6.99 

IK+.6.99 

JAMES POND....6.99 

JET SET WILLY (AO).7.99 

KID GLOVES... 6.99 

K.O.2 RETURN.7.99 

ICO.2 W. I AC IICS./.<)») 

LOTUS ESPRIT.6.99 

MANCHESTER UTD. 7.99 

NEW ZEALAND STORY...6.99 

OUTRUN.....6.99 

PANG ......6.99 

R-TYPE. .....6,99 

RAINBOW ISLANDS.6.99 

RUN THE GAUNTLET.6.99 

SWIV.8.99 

SWITCH BLADE 2.8.99 

SUI’I REARS.8.99 

SCOOBY 1)00 F SCRAPPY.. . . t,‘>" 

SHINOBI.6.99 

SPEEDBALl.:..............7.99 

SUPER MONACO G.P.8.99 

SWITCHBLADE.6.99 

TURRICAN 2. 6.99 

TV SPORTS FOOTBALI .7.99 

WC LEADERBOARD...6.99 

MANY MORIS AVAILABLE!! 

(AO) . AMIGA ONLY 


Model 


PC and SEGA games 
also available 
^PLEASE RING FOR DETAILS 


Please make cheques/P.O.s payable to S<kA GAMES 

Please write cheque card number on reverse of cheque. Post & Packing 
£ 1 per item on all UK orders. Add £3 to EEC orders. Add £4.50 overseas. 
Most orders despatched within seven days. All items subject to availability 


t 


Dept. T04 


Postage 
Total enclosed 


ZOOL 

15.99 


Mail order Express Distribution 

3 Barclay Oval, Woodford Green, Essex IG8 OPP 
Call us on 081-559 1704 or 081-504 8377 7 days 8.30am - 10pm 


VBA 


3D Construction Kit.£17.95 

Addams Family.£14.50 

Adventurers.£15.99 

Air Warrior.£21.99 

Alcatraz.£15-99 

AMOS Professional.£44.99 

Archer Macleans Pool.£15.99 

Aquatic Games.£15.99 

B17 Flying Fortress....£21.99 

Bandit King.£15.99 

Beast 3.£15.99 

Black Crypt.£15.99 

Captive.£07.99 

Carl Lewis Challenge.£15-99 

Championship Manager.£13-99 

Cisco Heat.£12.99 

Civilisation.£21.99 

Conquest of The Longbow.£18.99 

Cool Croc Twins.£15.99 

Crazy Cars3.£15-99 

Cruise for a Corpse.£15.99 

Dark Queen of Krynn.£20.99 

Deathbringer.£12.99 

Dizzy's Excellent Adventures. 

.£14.99 

D Generation.£09-99 

Doodlebug.£15-99 

Dojo Dan.£15-99 

Dune.£18.99 

Dyna Blasters.£18.99 

Easy Amos.£21.99 

Epic. £15.99 

Espana Games '92.£15.99 

Exterminator. £08.99 

FI 5 Strike Eagle 2.£15.99 

Fire & Ice.£15.99 

Flames of Freedom.£14.99 

Formula 1 Grand Prix.£21.99 

Gobliins.£15.99 

Guy Spy.£17.99 

Head to Head.£21.99 


Heimdall. £13-99 

Heart of China.£21.99 

Hook.£14.99 

Humans.£18.99 

Ishar.£18.99 

Kick Off 2.£09-99 

Kings quest 5. £18.99 

Knights of the Sky 

Jaguar XJ220.£11.99 

Jim Power.£15.99 

Kick Off 2.£9.99 

Knights of the Sky.£21.99 

Leisure Siut Larry 5.£22.99 

Lemmings Twin Pack...£18.99 

Lineker Collection.£13-99 

Links.£22.99 

Links Bountiful.£13-99 

Links Firestone.£13-99 

Lotus 3--.£15.99 

Lotus Turbo challenge 2.£13-99 

Lure of the Temptress.£19-99 

Max Compilation.£13-99 

Megalomania..£11.99 

Megasports.£15.99 

Monkey Island.£15-99 

Monkey Island 2.£22.99 

Nigel Mansell Formula 1 ....£18.99 

Nova 9.£22.99 

Pacific Islands.£21.99 

Parasol Stars.£14.99 

Player Manager.£09-99 

Police Quest 3.£22.99 

Populous 2.£17.99 

Pools of Darkness.£20.99 

Premiere.£18.99 

Prince of Persia.£10.99 

Pro Tennis Tour 2.£15.99 

Pushover.£14.99 

Putty..,...£15.99 

Quest & Glory..‘...£17.99 

P+P On All Software Only £1.00 


Quest for Glory 2...£25.99 

Realms.£10.99 

Red Zone.£15.99 

Risky Woods.£15-99 

Rolling Ronny.£11.99 

Sensible Soccer.£15-99 

Shadow of The Beast 3.£18.99 

Shuttle.£22.99 

Special Forces.£21.99 

Striker.£15.99 

Supremacy.£10.99 

Tennis Cup 2.£15.99 

Thunderhawk.£12.99 

Titus The Fox.£9-99 

The Manager.£17.99 

Utopia..£11.99 

Utopia Data Disk.£09-99 

Vikings.£15-99 

Vroom.£15.99 

Vroom Data Disk.£13-99 

Wizkid.£15.99 

Zool.£15.99 

BUDGET TITLES 

A.D.S.£07.99 

A.T.F.2.£07.99 

DISC.£05.99 

F16 PILOT.£07.99 

FALCON.£12.99 

FALCON MISSION1.£08.99 

FALCON MISSION 2.£08.99 

BUY ALL THREE 

FALCON PACKS.£25-99 

FINAL COMMAND.£05-99 

JUPITER MASTERDRIVE.£05-99 

M4 SHERMAN.£05-99 

MYSTICAL.£07.99 

NORTH AND SOUTH.£05-99 

OPERATION COMBAT.£07.99 

PANZA KICK BOXING.£05-99 

STREETFIGHTER.£05-99 

SUPAFLEX.£05.99 


DISKS 


25 

11.30 

50 

20.50 

100 

36.90 

200 

68.95 

300 

103-45 

500 

167.50 


DOUBLE SIDED, DOUBLE DENSITY 
All Disks come With Labels P+P included 



DISK BOXES 


3.5 Inch 

20 capacity 

1.50 

50p 

3.5 Inch 

100 capacity 

4.75 

£1.00 

150 Capacity Posso 

13.49 

£2.00 

3.5 inch 250 Capacity 

22.99 

£3.00 


ACCESSORIES 


P+P 


Zydec External Drive 

£47.99 

£3-00 

Zydec Zy-Fi Speakers 

£33-99 

£3-00 

Zydec Handy Scanner 

£92.99 

£3-00 

Zydec Virus Protector 

£5.99 

25p 

Alfa Data Trackerball 

£22.99 

£2.00 

Alfa Data Crystal Trackerball 

£32.99 

£2.00 

Alfa Data Megamouse 

£15.99 

£1.50 

1/2 meg Upgrade w/clock 

£21.95 

£1.00 

14 Inch Monitor Stand 

£9-99 

£1.50 

Mouse Pockets 

£1.45 

25p 

Mouse Mats 

£1-99 

25p 

Mouse Covers 

£1.99 

25p 

Cleaning Kits 

£1.45 

25p 
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REUG 


This unique guide 
runs to over 300 
pages and has a 
Foreword by 
Amstrad’s Alan 
Sugar. In it, you will 
find- 

* Reviews of more than 2000 
games divided by genre. It’s 
easy to reference all kinds of 
games from Flight Sims to Beat 
’em up, GPGs to Motoring 
racing. 

* Special CD-ROM Section 

• Special Education Section 

• Only £ 12.95 + £ I towards post 
and packaging 


At last the 
definitive guide to 
PC games written 
by PC enthusiasts 
for PC gamers. 


Written by Robin Matthews 
and Paul Rigby. 

Available through all 
bookshops and 
distributed for Sigma 
^ Press by John Wiley 

V JW & Sons Ltd ’ 

Baffins Lane, 
jr Chichester, 

\\£ ▼ W. Sussex 

POI9 IUD. 








PLEASE RUSH MY COPY OF THE PC GAMES BIBLE 


No. of copies required 


Your name 


Your address 


Method of payment 
□ Visa □ Access 


□ Cheque 


Please debit my access/Visa account by: 
Card number: _I__ 


Copies of the PC Games Bible are £ 12.95 each, with p+p an e: 
All payments should be made to Sigma Press. 

Send all orders to: Sigma Press, South Oak Lane, Wilmslow, Cjf 
Telephone: 0625 531035 Fax: 0625 536800 

Please allow up to 28 days delivery. 

THE PC GAMES BIBLE is available through your bookshop. 















































BEAT THE BOOKIES!!! 



£1 4.99 

ixecutive edition includes lx Master 
Disk, lx Copy, Improved Manual, 
Wallet, Labels and update offer. 


"Amazed at the predictions...Never had so many 


' CR+ 


5 p.____ 

winners...” CR+ User Mr B (Worthing) 

"Brilliant...Helped me to beat the bookies! 

User Mr W (Herts) 

"Unbeatable value and unrivaled accuracy. 

Features include: Flat and National Hunt imputs, Race 
review, Bet Selector, Help and information screens. 

Flat '92 Version Now Available! 
latest flat tips incllude: NASHVILLE BLUES (won at 
14/1), LOCHSONG (won at 4/1 & 10/1), and many 
more. (As advertised in The Sporting Life'). 

*Standard Version also available for £9.99 (Disk 
Manual) 

BETTING FOR PROFIT IS BETTING FOR FUN! 
Order Now! 

Cheques/PO payable to HANDISOFT 
(Mail Order ONLY) 

Handisoft, 37 Hearsall Lane, Spon End, 
Coventry CV5 6HF 


SOFT 


I 

WE BUY AND SELL ALL 
TYPES OF SECONDHAND GAMES 

HUNDREDS OF TITLES IN STOCK FROM OLD TO NEW E.G.:- 

RISKY WOODS, MONKEY ISLAND 2, ETC. 

Phone Between Write to: SOFTSWAP 

6pm -10 pm Weekdays P.O. BOX 124 

0732 872261 WEST WILLING 

KENT ME 19 5RN 





CASH 

PRIZES 

USE YOUR 

VOICE] 

<fc$ TO 
"P OUTDRAW 
THE 
GUN 

FIGHTER 



EEflflSfc 


Can You 

KILL 

The 

ALIENS 



m& PRIZES 


242012EME242014 


| If you are under 18 years of age please obtain permission of whoever p 
1 £3.60 All Other Times. INFODIAL PO Box 36 LSI 4TN Call charges 36| 


s the phone bill. Max cost of call £2.70 Cheap 
•er Min Cheap 48p Per Mh Al Other Times. I 






{OR £8.99 from 1 st Jan)THAT'S THE BEST 15 P.D. GAMES FOR THE PRICE OF 7! 

We have tested and selected the FASTEST, LOUDEST, HARDEST, FUNNIEST P.D. games | including 
Megaball,QB ic, Microbes, Missile Command, Invaders, Tanx, Defenda, Drip! and others (into one wicked 

action packed bundle: 

The Best of P.D. games 

ORDER NOW 

Only orders posted before Tues. 1 st December 1992 are eligible for the S| 

Dec.tne price is £8.99. M orders received by Saturday 5th December will I 
EIRE Only) in time for Christmas. 

COMPLETE SATISFACTION GUARANTEED 

All disks are VIRUS FREE. All games are A500/500+/600 compatible. Some require 1Mb. 

HOW TO ORDER 

Simply send a cheque or postal order for £6.99 ( or £8.99 ) payable to "BITBLASTERS" to the address 
below. ( p&p included. Orders of more than one copy please include 50p P+P for each extra copy ) 

BITBLASTERS, 9 GLENVALE CRESCENT NEWRY, CO DOWN, N. IRELAND, BT 35 8BX 


;ial price of £6.99. From 1 st 
despatched to reach you ( UK 



SOCCER 

SUPREMO 


-backs, 

sweepers, formations, styles,'tactics are, at best, cosmetic, at worst, mean- 


AN INTERNATIONAL MANAGEMENT GAME 

Yet another England manager has learnt the hard way that controlling an inter¬ 
national squad is a very different ballgame to club management. 

Every match is a cup-tie and every team -selection and result is picked apart 
by a voracious press. The pressure to succeed is incredible. 

Soccer Supremo puts you in charge of a European national squad preparing 
for the European Nations Cup qualifiers. You have an initial four year contract 
that may be extended to six or eight years, or reduced to two, as the results dic¬ 
tate. You'll be expected to qualify for the Finals, then put up a show against the 
best European teams, but this is just preparation for the big one:The World 
Cup! 

Customisation. The game will allow you to take the European nation of your 
choice and you will be allocated an initial squad of 16 players. You can intro¬ 
duce a further 34 players, making 50 in all, whose names and skills ( but not 
levels) You can define yourself. These players are introduced gradually as you 
discover the weaknesses in your squad and also to create the balance of skills 
that match your style of play. The original 16 players can be defined in the 
same way using the EDIT program ( free with the game ) if you wish as well as 
the teams that will make up the opposition. 


restores all these and more, allowing genuine control over team perfor¬ 
mance, In addition to the visual feedback on your team, this match allows 
substitions, tactical positional changes and workrale instructionsto individ¬ 
ual players which then influence the flow of the match. The increased real¬ 
ism and control transforms the supreme, but childish, gameplay of the tra¬ 
ditional game into a compulsive simulation.. 


3D. 22 MAN MATCH DISPLAY 

Continuous display of: 

OV'LL/ATT/MID/DEF POSSESSION OF STATS. 
IND PLAYER ACTIVITY STATS. 

PLAYER FATIGUE /FITNESS STATS. STATE-OF-THE- 
GAME INFORMATION 
PLAYER-WITH-THE-BALL INFORMATION 

TN MATCH TACTICAL MOVES 

SUBSTITUTIONS 
POSITIONAL CHANGES 
OVERALL WORKRATE 
IND. PLAYER WORKRATE 



HEAD COACH 
V3 


Headcoach V3 has been described as "the best game ever put 

onto a computer". It is the complete American Football game, a 
multi season epic with the very best strategic elements of the real 


Use the first season (2 pre-season games, 16 regular season 


ers. Then exploit the college draft to improve the team and 

Mm j&Mi Ml **^1^ throw 


"From my point of view , the game has kept me sitting up at nights 
through holidays and weekends for up to 12 hours at a stretch, with 
miniscule breaks for food and other necessities............It is a game 1 have no 

hesistation in recommending to anyone with even the slightest interest in 
American Football "(ATARI USER) 


at you. 

56 Screens of stats are available tohelp you to judge your players 
and team performances. 

Players will age and teams will fade (a p 
seasons), but you will stay and rebuild,... 


THE 

MIDNIGHT 

OIL 


Tel Sales: 

0438 721936 



FOR 

NEXT DAY 
DELIVERY 


POSTAL SALES 

The Midnight Oil 
Dept THO 
18, Hazelmere Road, 
Stevenage SG2 8RX 

2/3 days delivery 


Please supply: 

HC DIV1 


SS 


AMIGA □ □ □ 

£19.95 £19.95 £19.95 

Compatible with ALL Amigas including 
the A500Plus and A600 
SS and DIV 1 require colour 
monitor/TV. 



















































































Welcome to the first of the slightly-new-look Kill Zone 
It's been absorbed into the main magazine so it's no 
longer a pull-out, sadly. But there's no reason to get 
depressed, 'cos this month there are some starter tips 
for Zool, the beginning of a guide to Putty, copious 
Wizkid hints and the conclusion of the definitive Eye 
of the Beholder 2 solution, plus the usual plethora of 
Snip Tips and Dr David's Games Surgery. Isn't it good 
to know that, even though some things may change, 
the Kill Zone still kicks the butt of every other tips 
section around? 


Number One in the 
charts and no sign of 
stopping... If ever a 
game was crying out 
to be tipped, it's this 
one. So here are 
some, courtesy of 
Gremlin. 


• All through the second level you'll 
find music keyboards. Find the music 
sheets on which some notes appear, 
then try playing these notes on one 
of the keyboards. This is the only way 
to exit from Stage 2.2. 


• On the first level, use the spinning 
power jump on the small Chupa Chup 
logos - this will give you loads of 
goodies. 


• Alternatively, try playing this tune 
on the first keyboard you find - GREY, 
WHITE, BLACK, BROWN, GREEN. You 
should recognise the tune when you 
play it. 


• Try hitting the bottom of the brown * .Jp f 

walls, as they sometimes lead to hid- ” 1,1/1 ™“* - ■ ’ 

den rooms. 

• On Level Two, use the slide-kick to 

• If you have one, use an autofire joy- kill the drums, as they're too tough to 
stick on the end-of-level baddies. But be affected by bullets. 

DON'T use it for genera! play, as you 
should try to use the spin as much as 

possible while jumping. Oh, and it's • There is a secret shoot-'em-up level 
no use hidding in the bottom-right hidden on Stage 2.1. Keep jumping 
corner when the Level One baddy into walls which look like dead ends 
comes on - you have to shoot him until you are transported into the 
from the front. secret world. 


• Try your spinning jump on the 
amplifier speakers, for loads of good¬ 
ies. 


• On Level 1.3 keep walking right 
from the start point until you come to 
a wall. Punch this to open the gate to 
the secret Gamesmaster bonus room. 
BUT! You can only access this once 
the time has ticked down to below 


CHEAT MODE 

Yes, here it is! Your chance to ruin any further entertainment the game 
may hold for you at a stroke! When the screen says 'PUSH FIRE TO START 
GAME', type in GOLDFISH (yes, GOLDFISH) and the screen should flash to 
indicate that the cheat has been activated. Now, simply press a key from 
FI to F6 before hitting fire to start the game on the corresponding world. 
During play, you'll find that the 'V key makes you invincible and the '2' 
key skips to the next stage. We'd like to extend our thanks to about five 
billion readers who sent in that little gem. 































TIPS 



Squelch, squelch, squelch! Look out - Putty's coming through! If you're having trouble 
with the little blob from Putty Moon, then you'll love these guides from System 3, show¬ 
ing you the locations of all the various bonuses and hints on how to tackle the bad guys! 


I AM THE POWER! 


SCORE GEMS 

Award big, big 
bonuses. 
Comes in 
1000, 5000 
and 10,000 
point flavours. 


FOOD 


DUSTBIN 


FALSE TEETH 


Replenishes 
Putty's pliabili¬ 
ty. 


Allows Putty 
to carry up to 
four robots at 
a time. Very 
handy. 


PUTTY MOON 


LEVEL 1 


LEVEL 2 


Gives Putty the 
power to 
destroy certain 
special nasties 


MINI ELEVATOR 

A second exit, 
so you don't 
have to cart 
the robots to 
the bottom of 
the screen. 


LEVEL 3 


(1) BOUNCING TOADSTOOL 

You can take out the Toadstools in a variety of 
ways, including straightforward squashing or 
absorbing. However, the best thing to do is give 
them a hefty thwack with Putty's fist - this pro¬ 
duces a points-heavy bab! 

(2) TERMINATOR CARROT 

Nasty! This vicious vegetable is one of the deadli¬ 
est enemies you'll encounter on Putty Moon. Duck 
his bullets by melting - eventually the recoil from 
his gun will push him off the platform! 

(3) SPIDER 

Spiders are very poisonous so avoid them at 
all costs. 


(4) SEPTIC SNAIL 

Punch it, absorb it or squash it - whatever you do 
get rid of it! If you don't, it'll slime all over you! 

(5) CUSTARD MAN 

Although a rather ugly-looking beggar, a quick 
sock in the jaw will soon reveal his true form - a 
puny little Spleenoid! These feeble little critters 
should be squashed before it reverts to its normal 
form. 

(6) BARREL 

Not loaded with beer and nice stuff, sadly. Oh no, 


(7) GREEN KAMIKAZE CHICKLETS 

These birdies flutter about wildly and will explode 
if they knock into you. They can be absorbed, but 
it's not easy to do. 

(8) BIGGLES THE WASP 

Although not a big danger in itself (it's actually a 
bit of a sweety), the wasp will rain bombs down in 
your vicinity and these, as with the real thing, 
should be avoided. 

(9) SPACE KID 

The Kid flies around, in an attempt to find a place 


these kegs are packed full of high-power explosives to land next to Putty so that he can slash him with 


which go kaboom on contact. Best advice? Steer 
well dear. 


his sword. A well-timed punch will soon see him 
flying back into the sky. 

























DAZZLEDAZE VILLAS 

LEVEL 1 LEVEL 2 LEVEL 3 


(1) BAKED BEANS 

Nasty little devils, these, which explode on contact 
with you. Squash them. 

(2) SCOUSE SAUSAGE 

This pugilistic Frankfurter fatty is highly danger¬ 
ous and there's no easy way to kill him. Find the 
False Teeth power-up, however, and he should be 
no problem. 

(3) GUN-POWDER MONKEY 

Avoid his flying balls (wa-hey!) and take him out 
with a sharp punch. 

(4) BACCY-CHEWING GOBLIN 

Pump up Putty next to the Goblin's window. When 


Putty explodes he'll blow the green nasty indoors 
once and for all. 

(5) BIG YELLOW GOBLIN 

What a faker! This Goblin may look big n' tough 
but he's just full of hot air - one punch will knock 
the wind out of him. Then, when he's feeling all 
deflated, jump on him to squash him. 

(6) FLYING HAG 

Avoid this nasty old witch's missiles as best you 
can. 

(7) SPINNING FRIED EGG 

This is the Putty world's equivalent of a landmine 
so step to it, not on it. 


(8) SMALL RED GOBLINS 

Squash 'em or punch 'em, either will liquidate 'em. 


(9) SNOT GOBLINS 

Avoid his bogies at all costs. Although you may 
want to exact your revenge after being hit by his 
nose-pickings, you can't kill him unless you've 
found the False Teeth power-up. 


(10) DAZZLEDAZE 

Aaaaaiiiieee!! Run away! Run away! 


I 


(11) 16-TON WEIGHT 

Take care when you're walking underneath this, 
as it can fall at any time. 


DWEEZIL POWER 

Makes Putty 
invulnerable 
for a short peri¬ 
od of time. 


BUBBLEGUM 


UNCLE TED 


INSTANT UP/DOWN EXTRA TIME 


Allows Putty to 
inflate and 
explode four 
times without 
losing any plia¬ 
bility. 


Freezes the 
nasties for a 
short period of 
time. 


Whisks Putty to 
the top/bot¬ 
tom of the 
screen in a 
flash. 


Er, gives Putty 
extra time. 
























Pi 


Use the coin in the machine in could lead to a whole new 
the Gent's toilets to access the dimension), 
secret cave network. (Don't over¬ 
look the invisible door). On the Pirate Ship level, the 

shields on the boat are split into 
Buy ALL the objects you can two sections. The three nearer 
afford you never know what you the ship's head control the face 
might need. on the end of the figurehead, 

and the three to the rear of the 
Try buying stars - you can ship activate the head function in 
make a quick profit, as they give other ways. Remember to wear 
you extra money. sunglasses if you want to see the 

light. 

You can't finish the Graveyard 

level properly unless you die. You ° Don't shoot anything but the 
must kill yourself by using the mother eyeball on the Wizball 
tiles on the hidden screens. level for a bumper harvest of 

Wizeroid ships at the end of the 
® Using the Ladies toilets will game, 
clear the blockage in the volcano 

for your future exploration. (It • If, on Mount Wizimanjaro, you 


TOKEN 
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Sensible Software's wacky arcade opus is just ripe for some 
tips r we reckon. So we kept pestering the game's main man Jon 
Hare on the phone until he did some for us. And here they are - 

but be warned that they're as i-— * - 

twisted as the game! I 


have two or four lives left then 
you can walk through the lava 
flow unharmed. There you will 
find an extra Wizeroids ship and 
an extra surprise... 

Try finishing all nine Scrabble 
screens for a mega bonus. 

When you are flying over the 
tree screen, pluck the cross from 
the top of the church spire and 
land again, without going to 
Level Six. 

In the Sensible Softpawn shop, 
try to swap the objects displayed 
by giving lain the Clown what he 
asks for in the speech bubble. 
Use the lucky dip to find some of 
the objects he wants. You must 
leave this screen with the match, 
shovel, cross and all the dia¬ 
monds. And you shouldn't leave 
until lain is off his rocker. 

Try getting behind the eyeballs 
on the Wizball level - it's a good 
way to avoid being hit. 

You must have at least EIGHT 
kittens to beat Zark in the boat 


race back to his castle. 

With four diamonds and a can 
opener on the jailhouse screen, 
you can unlock your way to 
untold wealth... 

Before you use the cannon in 
the circus, try to make a hole in 
the podium. (You never know 
what strange things might live 
under podiums...) The hungry 
mouse might help you with this, 
but you'll have to kill him first. 

When you are inside Dog Girl's 
mouth, be sure to jump up and 
down on the bunkbed, just in 
case a yellow diamond appears 
on the carpet. 

Don't always pick up the kit¬ 
tens when you are just a head - 
make sure you have thoroughly 
explored the level first. 

Pick up all the money from 
completing a tune for a Super 
Wiz Bonus. 

Aiming tiles upwards and diag- 
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onally is the best way to kill 
aliens if the tiles and aliens are 
both plentiful. 

On certain levels, when you 
wish to pick up the kitten in head 
mode, collecting bubbles and 
tunes will only prolong your 
agony as you will have to com¬ 
plete that screen again. If a level 
is fully explored and you want to 
get your kitten through tile-bash¬ 
ing, then make sure you leave all 
colour bubbles well alone. 
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This is a pretty desolate level and not too large 
either. Keep an eye out for an illusionary wall in the 
large room. There's also a mirrored shield to be 
found. 


(A) Dispel Magic spells are needed to remove the 
illusionary walls and should be cast on these stat¬ 
ues. 

(B) The wizard here will give one character enough 
experience to rise by one level. I waited until my 
mage had just gained a level and then went back. 

(C) The Soul gem is here. 

(D) The Body gem is here. 

(E) The Heart gem is here. 

(F) The carving in the wall requires three gems to 
activate the nearby door. 

(G) This Bulette drops a key when slain. 

(H) The moving wall can be got past by stepping 
onto a pad nearest the wall and throwing two 
objects onto the pad at the opposite side of the 
room. The party should now able to get through 
as the wall will have moved to 'block' the fallen 
items. 

(I) The Eye of Talon is needed and can be found by 
completing the challenge at location Q. 

(J) This lock requires a Crystal key. 

(K) To collect the Amulet of Life you must pull down 
the left-hand and middle switches and then press 
the button. 

(L) To seal the pit, you must place an object on the 
pressure pad. This is done by throwing a weapon at 
the moving Basilisk when it is on the pad. If you hit 
it, it should drop. 

(M) From here onwards there are numerous pres¬ 
sure pads around that activate fireball launchers. 
Needless to say that it is a good idea to save your 
position often and try to remember which pads acti¬ 
vate which fireballs. 

(N) A Shell key lies here. 


Stairs Down 


Transparent 

wall 


(R) The Wall of Souls does 48 points of damage to 
each party member before you can pass, so have 
some healing potions ready. 

(S) The Eye of Talon is the party's reward for defeat¬ 
ing the Daemon. 

(T) A mirrored shield lies here. 


(O) The Crimson key here opens the locked door on 
Level 2 of the Temple. 

(P) A mirrored shield is here. 

(Q) The mouth here issues a challenge to the party 
where no spellbooks or holy symbols can be taken. 
Note: If you open a mage or cleric menu and then 
drop the object the menu still stays up, allowing 
you to use the spells. 


AERIAL 

SERVANTS 


GREATER 
v % DAEAAONS 

v , ; These guys 
are pretty 
tough, and 
seem 

immune to Cold attacks and 
Lightning Bolts. They also seem 
very hard to hit, so spells that 
improve your physical attacks 
are needed. 


BULETTES 

While they may not look like 
much of a threat, these are a seri 
ous danger. Their bites can do in 
excess of 60 points of damage, 
meaning instant death for many 
characters! 

Make sure 
your SAVEd 
game is 
handy. 


BASILISKS 

While not serious¬ 
ly damaging in 
their physical 

attacks, these possess a petrifying 
gaze that turns your characters to 
stone. Mirrored shields provide 
extra protection against attacks. 
The magic dust you'll find earlier 
in the game is 'Stone to Flesh' 
powder and has obvious uses. 


As is the norm 
with higher-level 
nasties, they do serious damage 
with their attacks and are fairly 
difficult to hit. 


MEDUSAE 

Although not that 
tough they too 
possess a petrify¬ 
ing gaze that can 
















(A) Through this teleporter lies a Shell 
key. 

(B) Guardian Daemons are here and 
one drops a Crystal key once slain. 

(C) Here lies a mirrored shield. 

(D) There is no way to get past the sigil 
without taking damage, and prepare 
for Daemons once past. 

(E) The objects can be reached by 
either dodging the fireballs or striking 
them with another object such as 
magic missile, these however must be 
carefully timed. However, don't take 
all the objects or you'll feel the heat. 

(F) Note the secret button. 

(G) The pressure pad here launches 
fireballs down the corridor so make 
sure you move into the alcove. The 
fireballs also harm the attacking 
Daemons, so it can be quite useful. 

(H) Here lies the Starfire Sceptre which 
creates a magical shield and is used as 
a key. 

(I) Here lies a mirrored shield. 

(J) Here lies a mirrored shield and 
Jhona's Cloak of Protection. 

(K) The party should receive a message 
from Khelban, but beware! Not all is 
as it seems. . . 

(L) The pressure pads here can be 
depressed in six combinations. There 
are six pads behind the barriers and 
there are two teleporters. Can you 
guess what you have to do? Basically 
with each combination you must 
throw an object through the active 


teleporter (only one appears at any 
time), this then lands on one of the 
pads behind the barriers. Repeat this 
for all the combinations and with the 


sixth the exit should open. els below. So best to save it at fairly 

(M) This pits are extremely tedious due regular intervals, 
to the fact that if you fall through, the (N) Here lies a Ring of Feather Fall and 
game has access the disk for the lev- a Crystal key. 


Take heart noble adventurers, Khalid 'Archmage' Howladar has returned with 
the information needed to defeat the foul heathen scum Dran Draggore. Read 
closely and keep your weapons at the ready if you wish to prevail. 


AZURE TOWER LEVEL 3 
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MIND FLAYERS ;fk 

And you thought 
Beholders were bad. 

These octopoid nas¬ 
ties possess psychic 
mind blasts. There is no defence 
against these and they can paral¬ 
yse multiple characters. Hopefully 
you should have two clerics with 
Remove Paralysis spells standing 
by. I'm not sure but if you rest 
they seem to regenerate, so it's 
best to try and kill as many as 


turn party members to stone. 
Their attacks can also poison the 
party. 


DARKMOON 

MAGI 

These wizards 
are quite power¬ 
ful and can seri¬ 
ously injure the 
party with Lightning Bolts and 
Fireballs. Fight them in a large 
area where you can dodge their 
spells and then attack them. 


possible in one go, and then 
explore their lair. 


DRAN DRAGGORE 

This is the head honcho, big cheese, 
numero uno and boy is he bad! 
Packed with every spell available 
along with some serious Burning 
hands he is deadly in both ranged and 
melee combat. If you want to see this 
guy you have to get here for yourself. 
My advice is to get in there and kick 
ass while continually moving to 
dodge his attacks. 


105 


HELL HOUNDS 

Not a serious problem, „ 
although they do have 
a flame-breath attack 
which can prove troublesome for 
an unprepared party. 


SALAMANDERS 

These hot-blooded 
attackers are quite fast 
and they can be a dan¬ 
ger when they attack in 
large numbers. 


[•]* 

















* » < 


(A) The party should have six mirrored shields by 
now and they are needed to pass into the 
Labyrinth of the Medusae. 

(B) A Tooth key lies here. 

(C) A stone dagger lies here. 

(D) To exit the room the Medusae must be trapped 
on the pads to open the door. Hold 
Monster/Person spells are essential, as they can 
open doors. 

(E) The Hilt of Talon is here. 

(F) Note the secret button. A Tooth key is needed 
at the end of the corridor. 

(G) Search everything, who knows what you'll find. 
The only way out is down the pit. 


STAIRS 

UP 


TRANSPARENT 

WALL 


MOVEABLE WALL 


STAIRS 

DOWN 


DOOR 


WALL 


Basically this level consists of pitfalls 
and Frost Giants (Save posi¬ 
tion often). The pitfalls are very 
annoying but basically you must 
learn the pattern and move 
while they are closed. 

(A) Here is the Frost King. He 
possesses the Tongue of Talon. 

(B) Here is a portal that leads to 
the catacombs. This is the way 
out of the level. 


















To access this level you must return to the 
Temple Level 2 and use the Crimson key you 
should now have in your possession. 

(A) There are two teleporters near here and 
they are deactivated by this switch. 

(B) There are two teleporters near here and 
they are deactivated by this switch. 

(C) The niche here converts any item into a 
Sphere of Fire. A few of these are needed 
later. The mage around here drops a Crimson 
ring when slain. 

(D) The banner here is worth searching. 

(E) Do not put the sticky paper in your hands 
or you will lose the use of that hand. This is 
used at location F. 

(F) The party will never be able to catch up 
with the moving rings. The sticky paper found 
earlier can be used to hold the rings down. 

(G) A coin is here. 

(FI) Within the illusionary lies a fair amount of 
booty, including +3 Plate Mail, +2 Robe and 
a coin. 

(I) The walls in this place continually move and 
shift in an apparently random fashion, and is 
difficult to map. Basically keep trying to reach 
each corner until all four have been visited. 

(J) A Frost Giant is here. 

(K) Here you meet up with an old friend. 

(L) Here is another Frost Giant. 

(M) Watch out for the teleporter here. 

(N) The red disks can be used to remove the 
Walls of Force. To do this they must be aligned 
in the same direction. Alternatively just use a 
Disintegrate spell. 

(O) Spheres of Fire must be placed in the nich¬ 
es. This then allows the party to reach the next 
level. 


(A) Watch out for Mind Flayers; they nuke your 
mind quicker than you can say "Jack Daniels". 

(B) The crystal ball will reveal many things, unfor¬ 
tunately it can't be taken with you. 

(C) The niches require spells of Dispel Magic to 
produce items. 

(D) Here lies a former servant of Dran, and he is 
not looking too healthy. 







Our Snip Tips just keep on getting bigger and 
better. Who needs a load of cut-out cheats and 
a crap mag when you can have quality with a 
capital J Q' and 'UALITY'? Not me, that's for 
sure and I suspect you feel the same way too so 
let's, as they say, 'press on'. 


BART SIMPSON 
VS THE SPACE 
MUTANTS 


button and move the pointer to the 
extreme top left of the screen (as far 
as you can go) click the mouse button 
once again and you'll be able to select 
any of the first four levels. 


Kixx 

Let's begin with a couple of cheats 
for the budget re-release of this 
Simpson offering. To skip levels type 
EAT MY SHORTS and to obtain infi¬ 
nite lives type the Bart-inspired COW- 
ABUNGA. And don't forget those 
spaces! 


TRODDLERS 

Storm 

Having problems with Storm's excel¬ 
lent puzzler? Then worry no longer 
as we've got some level codes espe¬ 
cially for you (there'll be more next 
month). Eyes down, look in... 

1 BlIILDIT 

2 NOSWEAT 

3 PYRAMID 

4 CLEAROUT 

5 SPHINX 

6 QUARTET 

7 CENTERIN 

8 REDGEMS 

9 CROSSED 

10 SKIPAROUND 
I I PACKEDUP 

12 PILLARS 

13 BZZZZZ 

14 FIVEROWS 

15 TIGHTIME 

16 EASYTONE 

17 TWOTRIBES 

18 DONTMIX 

19 HELPMEOUT 

20 MEANONES 

21 NOPROBLEMS 

22 TREASURES 

23 STOREROOM 


24 UPANDDOWN 

25 TECHNO 

26 ONEONEONE 

27 SIXROOMS 

28 THETOWER 

29 GOFORHEART 

30 NEWTHING 


Hollyware 

Hooray for Hoi (Staples, Hostel, 
Pallets, etc, etc, etc - regular readers 
will know what I'm on about) and 
hooray for these cheats courtesy of 
Caroline Spain from Parkstone. 

To play the later levels you should 
do the following: On the levels-access 
screen, place the LVL mouse pointer 
in the far bottom right of the green 
quarter screen (two pixels on the 
pointer should be hanging over the 
edge to the right). Click the left mouse 


PARASOL iTifiM 

CTARC 1 K&jrrj&t 

Ocean 

If you're still struggling with Bub and 
Bob's third arcade outing then help 
is at hand from Stan Evans who lives 
in Moordown. He suggests that after 
typing CYNIX during the game you 
should try one or more of the fol¬ 
lowing: 

C Extra Credits. 

D Die (I). 

X Skip to the next level. 

B Bonus Screen. 

M Get all three stars. 

T Go to the final stage. 

G Kill all nasties. 

I -7 Skip to that stage. 

FI-FIO Skip to that level. 


2 SELBSTLAEUFER 

3 HENNABREGGL 

4 PFANNEHEISS 

5 SOICHGOMBASEPP 

6 PFUNDHACKFLEISCH 

7 DOGODDERDEIG 

8 SPAMSPAMBEAN 
SNSPAM 

9 SEMPRINI 

10 PROFRJGUMBY 
I I CONFESS 

12 MITTERMEIER 

13 DIESCHNICKIANGST 

14 INTERSTINGPEOPLE 

15 INSURANCESKETCH 

16 ITSHEARTS 

17 ARTHURTWOSHEDS 

18 HAROLDTHESHEEP 

19 PICASSOONBICYCLE 

20 SPANISHINQUISITION 

21 LUIGIVEERCOTTI 

22 JIMMYBUSSARD 

23 KENCLEANAIRSYSTEM 

24 jOHANNEAMBOOLPUTTY 

25 TRAINSPOTTING 


Play Byte 

A few level codes to get you started 
on this prehistorik arcade game. More 
next month 
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SWITCHBLADE 2 RISKY WOODS 

GBH Electronic Arts 

If you're perplexed by this budget This fantastic hack-'n-slash 
release then perplex no more because presenting you with a few p 
there's a cheat which will allow access so how about a few cheat; 
to the higher levels. Now, if you'll Press the following keys fc 
gather round we'll let you know, groovy features:- 
Right, what you have to do is type FI Increases your Lifefc 
LEVELn (where n is the number of the F2 Increases your Cash, 
level you want to play) on the title F3 Skip onto the next s 
screen. Easy, n'est pas? 


STEG THE SLUG 

Codemasters 

Phew, I bet you've had enough of all 
this level code laugh, haven't you? 
Well only one more set to go so let's 
get on with it... 

2 RDNUHCCMGU 

3 EDOUTIOCKO 

4 HDPFUVLCCM 

5 ODQMFUVLCCM 

6 MEBHETPIAG 

7 LECGLDTRHK 

8 NEDGFLDVRL 

9 OEFVHAGHLV 

10 PEGTTHIGLD 


ESPANA '92 

Ocean 

The following tip should enable you 
to train your athlete so well you'll be 
going for gold better than Henry 
Kelly. Put your athlete in training for 
three hours and then move the date 
back to the 18th. Change the train¬ 
ing time back to one hour and your 
athlete will be 95 per cent fit before 
you can say "Please could you repeat 
that question in my own language to 
stop giving the British players an 
unfair advantage". 


ROBOCOD 

Millennium 

Here's a cheat for this classic plat¬ 
form game which will be of help to 
older gamers as well as the gamers 
who have recently discovered it on 
compilation. Type LITTLE MERMAID 
during play and press the following 
keys for various cheaty effects:- 
F Give Robocod some wings. 

P Give Robocod the plane. 

B Give Robocod the bath. 

C Give Robocod the car. 

X Go straight to the exit. 


(Note: Not all keys will work on every 
level, sorry.) 
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Doctor David Upchurch's patients are increasing by the bucketload, it 
may be something to do with the Government closing all the hospitals 
or something but he's not complaining. Oh no. Dr Dave relishes in stress 
and feels at his peek when rushed off his feet. Of course, this has noth¬ 
ing to do with the performance-related pay he receives - it's amazing 
how much pop a couple of extra ill people will pay for. Will the first 
punter, er patient, please step forward... 


Dear Doc Upchurch, 

I write to you in desperation. This 
very embarassing rash has 
appeared in the most unusual place 
and it seems to have been brought 
on by not being able to get past 
the Dragon on the 1st level of 
Cadaver (ha ha I hear you cry). 

Please, please, please let me 
know how to kill it as I have been 
unable to show myself in public for 
three months now. 

Yours cross-fingeredly, 
Tim Nash, Chatham. 

Hmm, people like you slightly worry 
me. First you've developed the say- 
ing-please-thrice disease which most 
people seem to contract when writ¬ 
ing to magazines (it really doesn't 
matter how polite you are) and also 
you state that you are mine 'cross- 
fingeredly'. How did you manage to 
write the letter, then? 

Anyway the solution to your prob¬ 
lem is fairly straightforward and you 
should be right as rain in a few hours. 
When in the Sitting Room go and 
search the slot. A token should fall 
out. You should then drop the Slime 
Creature (which you found in the Bar) 
who will go and collect it for you. 
When he returns, pick him up and 
search and the Token will fall out. 
Pick up the token and insert it into 
the slot. Drop the Slime Creature who 
will then go and fight the monster 
for you. Both creatures will die and 
stop any fireballs that are produced. 


Dear Doc, 

I am having a nervous breakdown 
on Midnight Resistance and I can't 
get any further past a certain 
point. Have you got any cheats? 

Chris Reed, Cornwall. 

Precise and to the point, just the way 
I like it. Yes, is the answer. What you 
l need to do is type ITSEASYWHENY- 
i OUKNOWHOW on the title screen. 


You should now have infinite lives 

and credits and will be able to use 

the following keys:- 

F1 Normal Rifle 

F2 Full Auto 

F3 Three Way 

F4 Shotgun 


Dear Doctor, 

I have had Operation Thunderbolt 
for well over a year now and I can't 
even reach the high-score table! 
Pathetic, isn't it? Please could you 
give me some tips on the game as 
all the other tips involve getting 
onto the high-score table. 

Yours pathetically, 

Lee Sligs. Morpeth, 

Ah, 1 see, the old Thunderbolt condi¬ 
tion? I thought that most children 
we're vaccinated against this at 
school but you must have escaped 
the net (or sneaked off because you 
were scared). Still, help's what I'm 
here for so let's deal with it. 

Hit the following keys in sequence 
to have the laser sight throughout 
the game F8, F7, F6, F5, F4, F3, F8 
and then either FI three times for the 
one-player game or F2 three times 
for the two-player game. This aid 
should enable you to progress to the 
high-score table where you should 
enter WIGAN NINJA for ail sorts of 
benefits. Oh, and by the way, yes it 
is pathetic. 


Dear Doctor Upchurch, 

I recently purchased a second-hand 
Amiga 500 and with it came The 
Great Giana Sisters. Unfortunately 
I'm having a little bother with it and 
could do with a stiff dose of cheat¬ 
ing. Please help me. 

Peter Ealy, Penge. 

Well, Peter. Unfortunately I'm afraid 
that you've only got yourself to 
blame for this little problem. You see, 
The Great Giana Sisters was a game 
which was never released due to its 
remarkable similarity to a well-known 
plumber-type game and as such the 
version you have is a nasty little com¬ 


plaint called a 'pirate copy'. The eas¬ 
iest way to cure this problem is by 
taking a 5ml dose of a medicine 
called 'formatting-the-disk'. 


Dear Doctor Uppers, 

Please help me with The Secret of 
Monkey Island. I know that I have 
to rescue the prisoner from the jail 
but I've hunted high and low for 
the key but I cannot find it any¬ 
where! If you help me I'll be your 
bestest friend and promise to feed 
you whiskey whenever you desire. 

Phillip Stone, Charminster. 

Well, Phil, I'll help you because I'm a 
bloody great bloke and not because 
of the whiskey offer at all (I'll see you 
in the City Pride, central London 
whenever's convenient). I'm afraid 
you're on completely the wrong 
track. You do not need a key at all - 
you have to dissolve the lock with the 
highly corrosive Grog. Collect a load 
of empty mugs from the bar and 
pour sortie Grog into one of the 
mugs and make your way swiftly 
towards the jail. As the Grog begins 
to melt each mug, pour it into anoth¬ 
er mug to stop it from draining away. 
When you reach the prisioner, USE 
the Grog on the lock and you should 
find that you can open the door 
without any problems. 


Dear Doc Upchurch, 

I recently picked up the excellent 
Unreal from a bargain bucket in my 
local computer store. I'm having a 
bit of bother with it, though, and 
would be grateful if you could pub¬ 
lish a cheat or something. Please 
help me otherwise I'll go insane, 
my old frog chips mug telly chops 
(oh dear, it's already started). 

David Toms, Christchurch. 

Ahhhh, quick otherwise it may be too 
late to save you and you'll end up a 
gibbering idiot forever. Take it nice 
and easy and type ZvmolEG exactly 
as it is written and you should find 
the cheat mode is activated. Let me 
know how you get on. 


Dear Great Dr Upchurch, 

I was wondering whether you have 
any cheats for Captain Planet and 
Xenon 2.1 have been playing both 
these games for a long long time 
now as they were my first two 
games. Please could you help me as 
they are both really annoying me. 

Fiaz Farooq. Halifax. 

Dear Great Fiaz, you may have 
noticed that I cured somebody with 
the Xenon 2 cheat last issue and 
you'll be pleased to know that he's 
doing rather well. I'm hoping he'll be 
weaned off medication shortly and 
that he'll be able to return home to 
his wife and kids sometime next 
month. You know, it's always rather 
satisfying watching patients recover 
from... oh, sorry I drifted off slightly 
there (hid). Erm, where were we? 
The cheat for Captain (hid) Planet is 
really rather crafty. Load the game as 
normal and on the Level Selection 
Screen stick a copy of Captive in the 
disk drive. Press FIRE and when the 
(hie!) screen says 'disk error', re-insert 
the Captain Planet disk and proceed 
with the cheat active. Swing low, 
sweet chariot, come for to carry me... 
No, nurse, I have not been drinking. 
How dare you accuse me of (hid) 
such a th(vom!)... 


Sorry everybody, the 
Doctor's had to rush home 
to deal with a family 
problem or something and 
so the surgery is now 
closed. If you have an ail¬ 
ment which you think the 
Doc can deal with when 
he's sober enough please 
describe the symptoms 
and send them to: Dr 
David Upchurch AilD, 
Games Surgery, THE ONE, 
Priory Court, 30-32 
Parringdon Lane, London, 
EClft 3AU. Please don't 
ring the Doctor up as a 
paragraph of incoherent 
drunken abuse is enough 
to put anyone off of the 
medical profession. 
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Silica are pleased to offer THE Software Pack of the Year FREE with every Amiga 
purchased. It includes the sensational new title ZOOL which has received rave 
reviews as the most original game ever seen on the Amiga. 

ZOOL - “Knocks the socks off Sonic.” - 97% - Amiga Computing - Nov ’92 
STRIKER - “Footballer of the Year - and no mistake...” - 94% - CU Amiga - June '92 
PINBALL DREAMS - “It’s quite simply superb” - 94% - AUI - Sept ’92 
TRANSWRITE - Premier word processor {UK version) with a 90K spell checker. 
Plus, with every Amiga from Silica, we will give you Photon Paint 2 paint package 
and GFA Basic programming language. A total of over £265 worth of free gifts. 


ZOOL PACK: 

ZOOL - platform title of the year.£25.99 

STRIKER - soccer simulation.£25.99 

PINBALL DREAMS- pinball simulation £25.99 

TRANSWRITE - word processor.... £49.95 

PLUS! 

GFA BASIC v3.5 - programming language £50.00 

PHOTON PAINT 2 - paint package. . £89.95 

£267.87 


GFA BASIC 


AMIGA 500 Plus CARTOON CLASSICS 


MPUTER WITH 


DELUXE PAINTlII 

^PU/S/ FREE GIFTS 

FROM SILICA 


lMbA500 plus CARTOON CLASSICS 


INCLUDES \ 

BUILT-IN 18-KEY \ 
NUMERIC KEYPAD 


l 600 PACKS 

EPIC ‘HARD DRIVE 1 PACK 

P'-pWJK 


3L f: t f: 'f 

AMIGA 600 COMPUTER OPTIONS 


OPTIONS 


• 1Mb AMIGA 600 + MOUSE, M Disk Drive, TV Modulator, Smart Card Slot 

• 20Mb HARD DISK - Very fast, mass storage for programs and data 

• DELUXE PAINT III - Award winning graphics and animation package 

• LEMMINGS - Save the Lemmings as they drop into 100 screens of danger 

• MICROPROSE GRAND PRIX - Racing Sim with all the thrills & spills of the track 

• SILLY PUTTY - The pliable arcade game of immense playability 

• PUSH OVER - A game of puzzles. Can G.l. Ant save Colin Curly’s Quavers? 

• EPIC - A Sci-fi adventure. Can you guide a space fleet across the solar system? 

• ROME - Your goal is to become Emperor in this role playing adventure 

• MYTH - Can you stop the spread of evil and question the judgements of the gods? 

• TRIVIAL PURSUIT (in 3 languages) - The great trivia quiz game for the Amiga 

• WORD PROCESSOR + DICTIONARY (in 5 languages) - For creating documents 

• 1 YEAR ON-SITE WARRANTY 
PLUS! - FREE FROM SILICA 

• ZOOL PACK - Four top Amiga titles - see panel above 

• PHOTON PAINT v2.0 - An art package with numerous features & special effects 

• GFA BASIC INTERPRETER v3.5 - A language for programmers of alllevels 


The Wild, The Weird and The Wicked (WWW) is the 
title of Commodore’s new Amiga 600 games pack. 
Priced at £349, it comes complete with Amiga 600 
computer and mouse, plus a range of high quality 
entertainment software. For pack a m 
contents, plus a list of the FREE jLi j mu U 
gifts from Silica with every Amiga "Tm? 

600, see the chart on the right. inc vat amc 0649 


For the more serious user, the £499 Epic Language 
Pack is based around the A600HD, the A600 with 
20Mb hard drive. It includes challenging adventure 
games and software for the linguistically minded! 
Details are shown on the chart on 
the right along with a list of the 
FREE gifts from Silica with every 
Amiga 600 purchased. 


TOTAL PACK VALUE: 
LESS PACK SAVING: 

SILICA PRICE: 


Inc VAT AMC 0799 


FREE! 


WITH EVERY 


FROM SILICA SYSTEMS 

PLUS! 

PHOTON PAINT 2 
AND GFA BASIC 

WORTH OVER 


NO 

20Mb 

HARD 

HARD 

DRIVE 

DRIVE 

LEMMINGS 

WWW PACK 

EPIC PACK 

£299.99 

£299.99 

£299.99 

- 

- 

£299.00 

£79.99 

£79.99 

. 

£25.99 

- 

. 

- 

£34.99 

- 

- 

£25.99 

- 

- 

£25.99 

- 

- 

- 

£29.99 

• 

- 

£25.99 

- 

- 

£19.99 

- 

■ 

£29.99 

- 

- 

✓ 

✓ 

/ 

✓ 

£127.92 

£127.92 

£127.92 

£89.95 

£89.95 

£89.95 

£50.00 

£50.00 

£50.00 

£673.84 

£734.82 

£972.82 

£374.84 

£385.82 

£473.82 

£299 

£349 

£499 

+£45 

+£45 

+£45 

RAM 0610 

RAM 0610 

RAM 0610 , 


[ 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


SILICA SYSTEMS OFFER YOU 


FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 
TECHNICAL SUPPORT HELPLINE : Team of technical experts at your service. 

PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 
ESTABLISHED 14 YEARS Proven track record in professional computer sales. 

£12 MILLION TURNOVER (with 60 staff): Solid, reliable and profitable. 

BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 
SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUES Will be mailed to you with offers + software and peripheral details. 

• PAYMENT Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new Amiga computer, we suggest you think very carefully about 
WHERE you buy it. Consider what it will be like a few months after buying your Amiga, when you may 
require additional peripherals or software, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems, we ensure that you 
will have nothing to worry about. We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers' requirements with an understanding 
which is second to none. But don’t just take our word for it. Complete and return the coupon now for our 
latest FREE literature and begin to experience the “Silica Systems Service”. 


MAIL ORDER HOTLINE 

081-309 1111 


SILICA 

SYSTEMS 



MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 

Order Lines Open: Mon-Sat 9,00am-6.00pm_No Late Night Opening 


Tel: 081-309 1111 

Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: Mon-Sal 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 

No Late Night Opening 


Fax No: 071-323 4737 


LONDON SHOP: Selfridges ( 1 st Floor), Oxford Street, London, W1A T AB 

Opening Hours: Mon-Fri 9.30am-7,00pm (Sat close 6.30pm)Late Night: Thursday - 8pm 


Tel: 071-629 1234 

Extension: 3914 


SIDCUP SHOP: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 

)0pm Late Night: Friday - 7pm 


Opening Hours: Mon-Sat 9.00am-5.30pm 


Tel: 081-302 8811 

Fax No: 081-309 0017 


ESSEX SHOP: Keddies ( 2 nd Floor), High Street, Southend-on-Sea, Essex, SSI 1LA 

Opening Hours: Mon-Fri 9.30am-5.30pm (Sat 9.00am-6.00pm)No Late Night Opening 


Tel: 0702 462426 

Fax No: 0702 462363 


To: Silica Systems, ONEAM-1292-80, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4Dx"^ 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


I 


Mr/Mrs/Miss/Ms:. Initials:. Surname: 

Company Name (if applicable): . 

Address:... 


........ Postcode: . 

Tel (Home): . Tel (Work): ... 

Which computer(s), if any, do you own?.80G 

... E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 


























































































DIAL - A - TIP 

Cheats, Tips, and Game Solutions 


CHEATS GALORE 
0891 101 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 

SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 
0891 442 022 
FIRST SAMURAI HELPLINE 
0891 445 926 

MAGIC POCKETS/RODLAND 
SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 445 799 

WHIZZ KID COMPUTER QUIZ 
0891 101 255 

FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 

ALL LINES UPDATED WEEKLY 

PROPRIETOR:- Jacquline Wright, P.O. Box 17 Ashton-Under- Lyme 

Calls cost 36p per min at 'cheap rate' and 48p per min at other times 



UTILITIES 

U004 D-COPY V2.0+ excellent copier 
U005 MESSY SID II + PC Amiga transfer 
U006 AMIGA FOX DTP + make leaflets 
U008 DISK LABEL DESIGNER + good 
U011 OPTI UTILITIES II + lots of utilties 
U012 LABEL BASE V3.0 + database 
U013 TEXTPLUS V3.0E + the best w/p 
U015 DISK SALVAGE + recovers files 
U016 RED DEVILS UTILITIES + great 
U018 NUKE V1.5a + virus killer 
U019 NEW SUPER KILLERS + get it! 
U020 PRINTER UTILITIES + essential 
U027 WORLD DATA BANK V2.2 +maps 
U028 A64 EMULATOR V2.0 + great 
U030 LABEL MAKER V1.5 + colour labels 
U034/38 PAGESETTER Clip Art (5) + 
U040 AM1BASE PROII + great database 
U041 DOS HELP + CLI help 
U042 TYPNG TUTOR + improves typing 
U043 PROFESSIONAL D-COPY V3.0 
U044 CASSETE LABELLER+ good 
U045 POOLS PREDICTOR + feel lucky 
U047 FONTS DISK! + more fonts 
U050 AMIGA DISK COPIES essential 
U051 SUPERSPELL+ 9000 words 
U061 RAYSHADE DEMO V4.01M+ 

U064 SUPERDUPER V2.01 + copier 
U071 ICONS+ hundreds of icons 
U073 GELIGNITE FONTS 3+ get it 
U074 MULIT PLAYER+ music player 
U075 PL0TL1B+ function plotter library 
U078 DOS CONTROL+ new version 
U079 ICON EDITOR+ essential editor 
U081 ADOC+ Amiga help utility 
U082 PROTRACKER V2.0 essential 
U083 CARTOON BRUSHES + great 
U086 FREE COPY VI.8+ copier 
U087 SPELL CHECK V1.3+ new 
U088 ZX SPECTRUM EMULATOR 
U089 TEXT ENGINE V3.0+ simpleW/P 
U091 FISHCAT V1..2 WB2 database 
U092 POOLS TOOLS + poolshelp 
U093 BICSV1.10+ boot intro creator 
U095 TEXTRA V1.12+ W/P new version 
U097 DIRWORK V1.51+ new version 
U098 JOURNAL HOME ACCOUNTS 
U099 BUSINESS CARD DESIGNER+ 
U100 AMIGA TUTORIAL* essential 


PRICES 


O 


FREE DISKS 
ORDER 
5-10 get 1 free 
11+ get 2 free 


U103 ANIMATION STUDIO+ good 
U106 FINDEX+ simple database 
U108 FILEOFAX+ the best organiser 
U114 DISK MAGAZINE CREATOR+ 
U115 EMULATORS COMPILATION 
U117 600 BUSINESS LETTERS+ 

U120 MAGNETIC PAGES VI.3+ 

U122 TALKING COLOURINGBOOK+ 
U128 A-GENE+V4.18 genelogy program 
U138 FORMS REALLY UNLIM1TED+ 
U139 PCTASK+ great PC emulator 
U140ARQV166+ animated requester 
U141 VIDEO MUSIC BOX DEMO+ 

U143 CALORIEBASE+calorie counter 
U146 SONIC ARRANGER DEMO+ 

U147 DIRECTORY OPUS DEMO+ 

U149 AMIBACK+hard disk utility 
U150 JCGRAPH DEMO +draw 3Dgraph 
U153 MOSTRA V1.07+ IFF utility 
U154 REORG+ disk optimiser 
U155 SATTRACK +satellite tracking prog 
U156 TERM V2.2 WB2 communication 
U157 ZOOM V5 4+ disk archiver 
U158 LE-NAG WB2 event reminder 
U159 DISK PRINT V3.51+ label printer 
U160 BONAPPETIT V1.3 + recipe base 
U161 /165 PROFESSIONAL C MANUAL 
U167 PRINTER DRIVERS canon & star 
U168 TYPOGRAPHER + font editor 
U171 BOOTXV5.0WB2 V4.5 WB1.3 
U172 POWER PLAYER V3.0 
U173 CROSS MAZE V1 .Oa+crossword 
U175 ABACKUP &APRF2+ hard disk uti 
U176 BBASEII V5.5+ database program 
U177 TKED + text editor. Reads PP file 
U178 TEXTPLUS4.0 WB2 2M required 
U180 IQ TESTER + test your own IQ 
U181/182 TV GRAPHICS (2) 

U184/188 ADOBE TYPE 1 FONTS (5) 

ANIMATION 

AO 11 JUGGLER+ 

AO 12 NEWTON CHA1R+ 

AO 13/18 AGATRON ANIM PACK (6)+ 
AO 19/20 NEWTEK (2) 

A021/22 SCANNER HORROR (2) 

A025 STAR TREK 

A028 RAIDERS ANIMATION 1M 



POSTAGE 


Dept T02 
14 Ouston Close 
Wardley 
Gateshead 
Tyne & Wear 
NE10 8DZ 
Tel: 091 - 4385021 


DEMOS 

DO 19 KEPRENS 1 st DEMO+nicedemo 
D020 RAY OF HOPE 2 great megademo 
D021 ALPHA OMEGA+just brilliant 
D022 VOYAGE+ superb effects 
D023 INDIANAPOLIS 500+ racing demo 
D024/28 ODYSSEY 1M (5)+Excellent 

GAMES 

G003 GAMES COMPILATION 3+ 

G004 GAMES C0MPILATI0N4+ 

G006 21 GAMES + 

G007 3DBREAK0UT+ 

G008 YELP+ 

GO 18 BALLOON AC Y+ 

G021 HYPERBALL+ 

G022 SQUAMBLE 
G023 DOODY+ 

G027 FRUIT MACH1NE+ 

G029 J1GSAW+ 

G030 RING WAR+ 

G031 MATHS ADVENTURE+ 

G033 D1AM0NDS+ 

G035 SCUDBUSTER+ 

G038 DIPLOMACY+ 

G039/40 C64 GAMES (2) needs U028 
G043 INTREPID+ 

G044 CATACOMB+ 

G052 MECH FORCE 

G054 2-PLAYER SOCCER LEAGUE+ 

G055 CRAZY SUE 

G056 FORMULA 1 CHALLENGE V3+ 
G068 RESCUE + 

G069 CRYPT0K1NG+ 

DEJA VU 

DEJA VU LICENCED SOFTWARE IN 
STOCK NOW. CURRENTLY UP TO DISK 
106 DEJA VU DISKS £3.95. 

FRED FISH 

WE STOCK THE LATEST FISH DISKS IN 
OUR LIBRARY (UPTO 720+).FROM AS 
LITTLE AS 89p A DISK. 

T- BAG 

ALL T-BAG DISKS IN STOCK NOW 

CATALOGUE 

75p Includes games & utilities 


SPECIAL PACKS 


1-5 DISKS.£1.25 

6-19 DISKS.99p 

20+ DISKS.89p 


UK ORDERS 70P 
EUROPE £2.00 

WORLD £4.00 


HOW TO ORDER Please make cheques with bankers 
card number or postal orders payable to "ORION PD" 
All orders despatched 1st class same day. 

+ = A500+/Ao00 compatible ()= Number of disks 
WB2 = This program is only WB2.04 Compatible. 


BUSINESS PACK 1+ Contains 5 disks 
BUSINESS PACK 2+ A further 5 disks 
DISK UTILITIES PACK 1+ Contains 5 disks 
DISK UTILITIES PACK 2 A further 5 disks 
FONTS PACK 1+ Contains 3 disks 
CLIP ART PACK 1+ Contains 5 disks 
GAMES PACK 1+ 5 disks - 30 games 
GAMES PACK 2+ 5 disks - 30 games 


£4.95 

£4.95 

£4.95 

£4.95 

£2.95 

£4.95 

£4.95 

£4.95 


DEMOS 

PULLING T HE TRIGGER 
BUDBRA1N 2 (AFRICA) 
VIRTUAL WORLDS 
ODESSEY (5 DISKS) 

RED DWARF ( 2 DISKS) 
DEVILS COLOURS 
GRAPEVINE 9 (2 DISKS) 

A TRIP TO MARS 
WILDLIFE MEGA DEMO 
GOLDMARK MEGA DEMO 
EPIC DEMO 
HYPNOTIC HAMMER 2 
MELTED EXPERIENCE 
TOTAL REBAT E 
TOTAL RECOUNT 
PLANET S1DF. 

SILENTS ICE 

THE CULT MEGADEMO 2 
DARKNESS MEGADEMO 
LINE MEGADEMO 
END OF CENTURY 1999 
ZEUS MEGADEMO 
PHENOMENA DEMO 
MENT AL HANGOVER 
ANTHRAX 2010 
T RIANGLE GIGADEMO 
CATFOOC 41 
WORLD DEMOS 2 
IAN AND MICK DEMO 
VECTOR DEMOS 
SINING DEMAND 
T HE DEMO VOYAGE 
SHOCKWAVE 
SAFX DEMO 
DEVILS NO REALITY 
DIMENSION 4 
PRECISE DEMO 
TOTAL CONFUSION 
DEFCON 1 
ZINE MAG 
COAXIAL COMP 
COOL BRIDGE DEMO 
HARLEQUIN DEMO 
SEEING IS BELIEVING 
MR MEN STORIES 
SPELLBOUND DEMO 
THE GROOVE RAM JAM 
STAR WARS DEMO (2 DISKS) 
NOT THE 9 O'CLOCK NEWS (2) 
POPE YE DEMO 
THE CRS DEMOS 
AVENGERS MEGA DEMO 
COW PACK 2 
DISORDER DEMO 


UTILITIES 


GAMES 


QUICK BENCH 
QUICK BENCH + (A500) 
CROSSWORD DESIGNER 
NCOMM 1.92 
MRD3.21 
ICON EDI FOR 
ICON MANIA 
AMICASH 
ULTIMATE ICONS 
NORTH C (2 DISKS) 

D PAINT FONTS 1 
D PAINT FONTS 2 
D PAINT FONTS 3 
MASTER VIRUS KILLER 
MIDI UTILITIES 
MESSX STD2 
MODEM UTILITIES 
SPECTRUM EMULATOR 
ANIMATED POINTERS 
Q- BASE 

DESK TOP PUBLISHER 
DENNIS SAMPLES (7DISKS) 
P.E. GIANT UTILS (168) 
VIDEO UTILITIES 1 
VIDEO UTILITIES 2 
HOME UTILITIES 
JOURNAL HOME ACCOUNTS 
AMI BASE 
GFX UTILS 1 
GFX UTILS 2 
LABEL DESIGNER 
BUSINESS CARD ENGINEER 
BOOTBENCH V.20 
CLI HELP + OTHERS 
CATALOGUE WORKSHOP 1 
CATALOGUE WORKSHOP 2 
SOUND MONITOR 
DICE (2 DISKS) 

RED DEVILS UTILS 
RED DEVILS UTILS 4 
RED DEVILS UTILS 6 
ELECTROCAD 
SLIDESHOW MAKER 
FONT DESIGNER 
URDIT 

AMIGAFOX (W.P) 

PUMA TRACKER 

POWERLOGO 

OPTI UTILITIES 

OPTI COMMS (NCOMM V.2) 

DISKSALV 

NEW SUPER KILLERS V.2 
D COPY 3 
P C EMULATOR 
VIDI FONTS 1 
600 BUSINESS LETTERS 
INVOICE PRINTER 
ILLINOIS LABELS 
PROTRACKER V.2 


BUG BASH 
ASTEROIDS 
DIZZY I IZZY 

SUPER SKODA CHALLENGE 
MISSION X RAID 2 
MISSION X RAID 3 
DYNAMITE DICK 
POM POM GUNNER 
ATIC AT AC 
MARBLE SLIDE 
JET PAC 

TRUCKING (2 DISKS) 
TRUCKING ON 2(2 DISKS) 
LEMMINGOIDS 
MERV THE MERCILESS 
SKATE TRIBE 
CAVE RUNNER 
WIZZY'S QUEST 
INSIDERS CLUB 
FRANTIC FREDDIE 
BOARD GAMES 
TW1NTRIS 
SUPERTWINTR1S 
LLAMATRON 
THE TENNIS GAME 
MORIA ADVENTURE 
RETURN TO EARTH 
SCUM HATERS 
DRIP AND MEGABALL 
ETERNAL ROME 
DOWN HILL CHALLENGE 
LAZER ZONE 
SERENE 2 
SERENE 3 

STAR TREK 1 (2 DISKS) 

STAR TREK 2 (3 DISKS) 

PUGGLES 

E-TYPE 

CRAZY SUE 

SQUATS REVENGE 

SKY FIGHT 

AIR MANIA 

WIZARD WORLD 

TOTALLY FRANTIC QUIZ 

CHESS V2.0 

SMASH TELLY 

BILLY THE DRAGON 

TOMCAT 

MAKE A BREAK QUIZ 
F-l CHALLENGE 
SQUAMBLE 
OTHELLO 
AIR RACE 2 
PETER'S QUEST 
PIPE RIDER 
DOOR TO DOOR 
PIPE LINE 

DUNGEONS OF DORIDIAN 
QUADR1X P 


ANIMS 

FROME SEQUENCE 
GHOST POOL 
POCKET WATCH 
MINERS ANIM 
CLOTHES PEG 
HOLIDAY ANIM 
FLIGHT ANIM 

ENTERPRISE LEAVES DOCK 
FLEET MANOEVRE 
ALARM ANIM 
PORKY PIG 
AMY Vs WALKER 
WALKER 1 
WALKER 2 
WALKER 3 

AT THE MOVIES (1.5 MEG) 

AT THE MOVIES (4 DISKS 2 MEG) 

CAMOUFLAGE 

MR. POTATOHEAD 

ADVENTURES OF CHUCK 

FRAXION REVENGE 

ROBOCOP ANIM 

BASKETBALL ANIM 

RAIDERS OF THE LOST ARK 

TOP GUN DEMO 

POLICE CAR CHASE 

ANIMATORS DEMO 

LOW LEVEL FLIGHT 

3D SPACESHIP 

BUNSEN BURNER 

SHUTTLE COCK ANIM 

PIGS IN SPACE 

ZEUS ANIM 

STEALTHY ANIMS 

LIGHT CYCLE DEMO (2 DISKS) 

AGONY ANIM 

COOL COUGER 

DART ANIM 

THE BOINCS 

FILLET THE FISH 

BAD BIRD 

REAL PINBALL ANIM 
BATMAN 

5 WAYS TO KILL A MOLE 
ANOTHER 5 WAYS TO KILL A MOLE 
FRACTAL FLIGHT 
LUXOR TEENAGER 


MUSIC 


DIGITAL CONCERT 2 
DIGITAL CONCERT 3 
DIGITAL CONCERT 4 
DIGITAL CONCERT 5 
DIGITAL CONCERT 6 
CRYSTAL SYMPHONIES 
EVIL FORCES (2 DISKS) 
TECNOTRANCE 3 
ENIGMA SADNESS 1 
THE YELLO MIX 
BYTERAPPERS 5 
BYTERAPPERS 6 
FLASH DEMO 4 
FLASH BY QUEEN (2 DISKS) 

808 REMIXES 

CHAOTIC SOUNDS 

VOCAL ATTACK 2 

COMMANDO REMIX 

SONIX MUSIC 2 

BOMB THE BASS DEMO 

THE POWER 

CLAPPING WORLD 

NEWTRONICS DEMO 

MICRO DEAL 

RAVE DEMO 

CHRISTMAS FANTASIA 

MAGNETIC BRATS 

ROBIN MEETS THE WEETABIX 

EXPRESSIONS 

A ROCK AND ROLL FANTASY 
THE DARKLING LORDS 
TALK TO THE TREES 
THE WORLD OF TECNO 
DENTON CD PLAYER 
BRUNOS MUSIC BOX 3 (2 DISKS) 
SUBWAY 
SPACED OUT 

SILENTS FULL POWER MUSIC 
COMIC STRIP REMIX 
SICKNESS SIMULATOR 
PAN 3 DEMO 
MASTERS AT WORK 1 
MASTERS AT WORK 2 
DEADLY JAMMING 
HARDWIRED (2 DISKS) 

MUSIC MAESTRO 6 
STUDIO MUSIC 9 


EDUCATIONAL PACK 
15 DISKS FULL OF 
VARIOUS LEARNING 
AIDS FOR ALL AGES 
ONLY 12.50 


ROCK FORD PACK 
10 DISK PACK ALL 
WITH A BOULDERDASH 
GAME THEME.. 
..ONLY 9.00 


HOW TO ORDER 

DISK PRICES PAYMENT 

, 0 , „ WE ACCEPT ALL MAJOR 

innp'iunpp.nog CREDIT CARDS PLEASE MAKE 

10 OR MORE 0.99 CHEQUE S PAYABLE TO 

UK. (Pni .0.60 .DISKOVERY 

U.K. (ACCESORIES.,.0.90 AND SEND TO: 

REST OF THE WORLD 1.50 108 , THE A VENUE 

(PER ORDER) CLA YTON , BRADFORD 

W. YORKS BD14 6SJ. 


TEL: 

0 

2 
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P D 


ZONE 


WARNING! You 
are about to 
enter the PD 
Zone. Protective 
clothing must 
be worn at all 
times. Failure to 
do so could 
result in injury 
from flying 
cheap software. 
Stay close to 
your guide 
David Upchurch. 




RUSH HOUR 

Fortiss PD, Assassins 34. 



A lright, alright, so Rush 
Hour's yet another Frogger 
rip-off. But this one really 
does deserve your attention, so sti¬ 
fle those yawns of boredom and 
pay attention. At first glance there 


don't seem to be that many differ¬ 
ences between this and the old 
coin-op classic it's essentially the 
same old story except here you con¬ 
trol a tiny little man instead of a 
cutesy amphibian. 

Rush Hour is probably the fastest 
and consequently the toughest ver¬ 
sion of the coin-op classic around. 
And instead of the geezer moving 
in 'hops', he can be steered around 
freely with the joystick, so there's 
lots of hilariously nerve-wracking 
running-in-and-out-of-the-traffic 
fun to be had. 


But for all it's high-quality playa¬ 
bility, the best thing about Rush 
Hour is its sick, sick, sick humour. 
For example, there's an old granny 
stranded on one of the central 
reservations and, if you manage to 
help her safely across the road, 
there's a lovely bonus for the tak¬ 
ing. However, evil minded types 
(like me, for example) will derive 
more pleasure from dragging the 
prune-faced wrinkly into the path 
of an on-coming truck and seeing 
her being splatted, all accompanied 
by a blood-curdling scream. Of 
course, kids, you should never try 
this at home... 

OVERALL: 76% 




Q-BIC 

Fortiss PD, Assassins 34. 

H ands up those of you who 
remember Q-bert? Ah, just as 
I suspected, not many. Many 
years ago, long before the likes of 
Mario and Sonic were even a twin¬ 
kle in a Japanese programmer's eye, 
Q-bert was bouncing about plat¬ 
forms. His job was to paint all the 
platforms on-screen a pretty colour 
while avoiding lethal cascading blobs 
and - worst of all - the deadly atten¬ 
tions of a slithering snake. 

If Q-bert was a bit crafty, howev¬ 
er, he could lure the pursuing snake 
to the platform's edge and, at the 


last moment, jump onto one of the 
flying discs that hovered nearby, 
leaving the stupid snake to jump to 
its doom off the edge of the screen 
while our hero was whisked to safe¬ 
ty at the top of the screen. Once all 
the platforms had been completely 
painted the next level was opened 
up, which was basically more of the 
same except that the meanies got 
meaner and some of the platforms 
needed two licks of paint to be fin¬ 
ished off. 

Q-bic is nothing like Q-bert. Ha ha, 
only joking - of course it is. (The cou¬ 
ple of paragraphs above would've 
been a waste of time otherwise, 
wouldn't they?) And it's a very good 
version of it too. Fortu¬ 
nately the programmer has 
resisted the temptation to 
tart up the old game with 
loads of flashy effects and 
pointless power-ups, leav¬ 
ing all the qualities that 
made the original Q-bert 
such a classic clear and 
untainted, i.e. good old- 
fashioned playability. If you 
only get one PD game this 
month, make sure it's Q- 
bic. 

OVERALL: 86% 


FRANTIC FREDDIE 

PD Soft, Golden Oldies 3. 

F rom the people who brought 
you that excellent version of 
Donkey Kong a couple of 
months back comes Frantic Freddie, 
yet another platform game. If any¬ 
thing (and some may find this hard 
to believe) it's even simpler than 
Kong. Hero Freddie has to be 
manoeuvred around the network of 
platforms and ladders whilst picking 
up the goodies and avoiding the rov¬ 
ing nasties. Not so bad, eh? Ah, but 
the twist here is that Freddie can't 


walk through the ladders, so if he's 
not careful it's very easy for him to 
get trapped in a dead-end. However, 
that aside, that's pretty much all 
there is to say. 

It's simple, enjoyable and very fast 
paced. However, it can get a bit frus¬ 
trating simply due to the ease with 
which you can get caught by the 
ghoulies. (Ahem!) All-in-all, Frantic 
Freddie's unlikely to keep you glued 
to your monitor all night long, but 
it's the sort of game you're likely to 
load up from time to time just for a 
quick go. 

OVERALL: 63% 









































INTREPID 

PD Soft, disk 2674. 

B arren arctic wasters. Evil for¬ 
eign terrorists. A kidnapped 
scientist. Short verbless sen¬ 
tences. Makes Intrepid sound quite 
thrilling, doesn't it? (No - The read¬ 
ers.) Well, if it does then I must be 
doing a damn good job as a writer 
because, in actual fact, there's pre¬ 
cious little to get excited about here. 

Intrepid is a simple strategy 
game/shoot-'em-up. In the Explorer 
Vehicle Intrepid, the player has to 
patrol the snowy plains of the North 
Pole in the search for an important 
scientist who has been kidnapped by 
blood-thirsty and totally unscrupu¬ 
lous terrorists. The area is divided 
into a grid, with the player's Explor¬ 
er capable of moving one square at 
a time. As the player can only see 
those things (good or bad) that 
reside in the the squares directly sur¬ 
rounding him, his chances of finding 
the hostage are slim. Fortunately, 
however, the Explorer is equipped 
with long-range probes which can be 
sent out to explore the distant reach¬ 
es of the map. 

Ideally combat with the terrorist 
hordes should be avoided. Sadly, 
however, life being what it is, this 
isn't always possible and that's when 
the shoot-'em-up part of the game 
comes into play. It takes the form of 
a upmarket shooting gallery, with 
terrorists popping up from behind 
ridges and snow drifts who must be 
shot before they launch rockets at 
the Explorer. 

Intrepid is a nice idea that 
could've been brilliant if a little more 
effort had been put into the execu¬ 
tion. Although it is mildy interesting 
to play, the shoot-'em-up sections 
are too slow and repetitive and the 
player interface on the strategy bits 
is too cumbersome for the player to 
ever get really involved. 

OVERALL: 50% 


GHOST SHIP 

Fortiss PD, Assassins 37. 


luxury cruise liner, far out at 
sea, has mysteriously ceased 
communications. It's last 
transmission reported a strange 
UFO-like object floating along¬ 
side the bows and then, noth- 


expect from this sort of game - 
explore the ship, use any objects you 
come across sensibly and toggle 
strange switches to solve puzzles. 

Ghost Ship's moderately enjoyable 
but ultimately a bit slow and primi¬ 
tive. The 3D technology is, inevitably, 
very dated when compared with the 
sort of images being thrown about 
by games such as Epic and the forth¬ 
coming Frontier. Still, if this is your 
sort of thing it's worth a look. 

OVERALL: 62% 


THESE LIBRARIES ARE 
JUST THE TICKET! 

Thanks to the following PD 
libraries which sent in stuff for 
review this month: 

• Fortiss PD, P.O. Box 2, Earl 
Shilton, Leicester LE9 8LU. 

Tel: (0455) 850984. 

• PD Soft, 1 Bryant Avenue, 
Southend-On-Sea, Essex SSI 2YD. 
Tel: (0702) 466933. 


COR! Compilations! 

THE ASSASSINS (Fortiss PD) 
DISK 34 

Rush Hour - Reviewed elsewhere this 
issue. 

Q-Bic - Reviewed elsewhere this issue. 
Trailblazer - Reviewed this issue. 
Yelp! - With the May issue of The 
One. 

DISK 35 

Poing - Breakout tipped on its side. 
Snake Pit - An okay version of Snake 
Jump n' Roll - Reviewed this issue. 
Cybernetix - From The One (October). 

DISK 36 

Wonderland - CarVup-style game. 
Sub Attack - From The One (October). 
Mother Lode - A fine Loderunner 
clone. 

Tactix - A dull, simplistic puzzle game. 
Donkey Kong - Reviewed in October. 

DISK 37 

Klaktris - A decent version of 
Columns, marred by thoughtless 
game design. 

Pod - Slick but boring shoot-'em-up. 
Paccer - A not-bad version of Pac 
Man. 

Ghost Ship - Reviewed this issue. 

GOLDEN OLDIES 3 (PD Soft) 

Donkey Kong - Reviewed in the 
October issue of The One. 

Frantic Freddie - Reviewed this issue. 
Trailblazer - Reviewed this issue. 
Mad Bomber 2 - Reviewed in May. 


ing. The authorities, then send a 
crack marine trooper to investigate. 
When he gets there, he finds the ship 
deserted... 

Thus begins Ghost Ship, an arcade 
adventure created using Domark's 
3D Construction Kit. The controls are 
as standard - move using the joystick 
and fire/interact using the mouse - 
and the gameplay is what you'd 


TRAILBLAZER 

Fortiss PD, Assassins 
34; PD Soft, Golden 
Oldies 3. 

JUMP N' ROLL 

Fortiss PD, Assassins 
35. 

W hy didn't Gremlin ever 
produce a 16-bit version 
of its C64 classic Trail- 
blazer? It's a bit of a moot point 
now, really, because those wily PD 
programmers have come up with 
not one but two pretty good ver¬ 
sions of their own. Basically you 
control a ball as it rolls along a 3D 
highway that stretches away into 
the distance. The highway is made 
up of assorted coloured tiles, with 
each colour affecting the ball's per¬ 
formance differently (slowing it 
down, speeding it up, reversing the 
controls, making it bounce and so 
on). There are also bottomless gaps 
in the highway to contend with. 


and if the ball falls down one of 
them then the player loses one of 
his three 'lives'. 

To be honest, I was never that 
much of a fan of Trailblazer - it was 
simply too fast and frustrating. 
You'd just seem to get some exhila¬ 
rating speed up when - aaiieee! - 
the ball would fall down an incon¬ 
veniently placed pit. However, those 
that did like it loved it and they'd 
doubtless like these newer versions 
as well as they play almost identi¬ 
cally to the original. Both versions 
are slickly programmed and very 
playable (in an annoyingly frustrat¬ 
ing Trailblazer-y sort of way). 

As to which one you choose... 
well, it all depends how many peo¬ 


ple are likely to be playing it. Trail- 
blazer's screen is split horizontally 
across the middle (like in Lotus), so 
that one or two people can play at 
the same time. Unfortunately in 
one-player mode the play area 
doesn't expand to fill the full 
screen, so it can fell a bit cramped. 
Jump n' Roll, on the other hand, is 
designed for one player only, so all 
the screen's in use constantly. Why 
not get both? 

OVERALL: 
TRAILBLAZER 82% 
JUMP N' ROLL 80% 
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CUT, TICK & POST.....CUT, TICK & POST 


i&PjTelephone or Fax Hotline (0702) 466933 

ESI PD Soft (T05) 1 Bryant Ave, Southend-on-Sea, ESSEX, SSI 2YD 


1(2) Education progs for'the under 7's 
JX V546 KIDS PAINT A painting 
■program designed for children. 
■Includes various colours & speech. 

I JX V584 FASTFACTS, Everything you 
■ever needed to know about the solar 
1 system. WORLDMAP Produces diffenent 
(sorts of Maps. PLANETS Instant locations 
| JX V737 EDUCATION This is a set of 
(Animations gives a basic knowledge on 
(Steam Engine's, Four Stroke Petrol 
■ Engine's & The Gasturbine Engine (3) 
(OX V776 AMOS LESSON 1 The best 
iAmos Tutorial program. (APD151) 

I JX V792 KIDS GAMES Includes 
■Geography, Math, Sicence and Word 
■Games. Also contains Wheel of fortune. 

. JX V793 AMIGA BEGINNER You ask- 
■ed for it! A tutorial for the beginner on 
1 using your Amiga! Covers CLI & Work- 
I bench, its great for learning about the Amiga 
| JX V824 ELEMENT v3.0 A very nice 
jinteractive display of the Periodic 
■Table of Elements. Education Product 
f OX V825 WORLD DATA BANK v2.2 
(Using a database of coordinates compi¬ 
led by the CIA this program plots world 
Imaps in cylindrical or spherical projects, 
(with various degrees of magnification. 

I OX 2702 SNAKES & LADDERS The 
3 classic board game Now on the Amiga 

ax LP8 WORK & PLAY: CLICK CLOCK 

for Learning the time. LET GO SHOPPIN 
for simple Division / Multiplication. FUN 
TIMES TABLES Teach times tables. £4.99 

ax LP10 WORD FACTORY a program 
to help kids learn to spell. £4.99 
ax LP29 BIG TOP FUN Contains 
four programs to help children with 
words & pictures. £4.99 
OX LP37 ROCKET MATHS Times 
Tables, Take away, Add up & Divide. £4.99 
ax LP45 MUSIC BOX Excellent to 
introduce music, ages 7+ £4.99 
JX LP59 PREHISTORIC FUN Who likes 
Dinosaurs four excellent parts £4.99 
OX LP82 COLOURING BOOK II The 
sequel with better pictures to colour. £4.99 

—wmmsMsmM 

ax V48 TV & VIDEO GRAPHICS (8) 

Packed with background screens for 
your video productions. Different 
types of graphic styles. Peel, fakes 
an IFF Pic & peels it down the screen. 

ax V86 VIDEO PRODUCTION 1-2 

(2) Packed with video & Genlock utilities. 

ax V415 VIDEO SCREENS : 1 Back 
ground pictures for video production 
ax V517 VIDEO & AMIN : VIDEO DB, A 

program for keeping track on your video 
tape collections. RTAP, Lets you play 
large anims on small mem machines. 

OX V518 IMAGE LAB This program 
is like a mini Art DEPT. Tools On Tap 
Does fades, colourbars & gray bar. 
ax V519 VIDEO: STILLSTORE Used 
to create over the shoulder graphic 
inserts like the 9'0 clock news, 
ax V636 VIDEO: SHADES & FADES 
ANIMFADER, A utility to fade screens 
in & out. SUPERVIEW Will display IFF 
pictures. TURBOTITLE Create subtitles. 
OX V677 ANDROIDS VIDEO BACK 
GROUNDS Selection of B/G Pictures, 
ax V687 VIDEO WIPES A collection of 
IFF Brushs & background graphic effects, 
ax V693 HARLEQUIN VIDEO ART & 
FONT DISKS A video production with 
excellent backgrounds & Fonts (3) 
ax V818 INSCRIPT vl.l Produce video 
titles. Features include fully editable text 
entry, IFF Pics as back grounds, Unlimited 
number of fonts loaded, outline support 
(WB2.04I, text styles & cycling, all resolutions. 
OX V829 VIDEO PRODUCTION 3-4 
This is the latest collection of the New 
video related utilities. Excellent (2) 

OX L27 VIDEO: REAL 3D TEXTURES 
Contains various excellent Textures like 
Black marble, brick Work, Rough Ice, 

Marble, Tiles, Water ripples & Wood. £3.50 
OX LP75 VIDEO LAB vl.O Simple to 
use video titling package. Genlock is 
not required. Req Two Drives £4.99 
JX FFP9 FLETCHER FONTS A three 
disk pack of 50 -100 point 16 colour 
Video Fonts. Includes templates £9 
ax FFP10 FLETCHER FONTS A three 
disk pack of 50 -100 point 16 colour 
Video Fonts. Includes templates £9 * 


VARIOUS UTILITIES 


ax V16 FISH TANK SIM A program 
that simulates an aquarium, 
ax V28 WORD WRIGHT & AMIGA 
'PELL, Contains over 9,000 words. 

JX V109 PRINT STUDIO Excellent for 
printing pictures or text, 
ax V191 MASTER VIRUS KILLER Virus 
Checker & Killer. With Excellent 
options. Includes search disk, 
ax V194 M.R.BACKUP HD Hard disk 
back up program. 

a V215 DISKMASTER v3.2 Copies 
iles from one disk to another. DISK 
.V Corrects & repairs bad tracks. 

IX V262 DUPLICATION & BACKUP 
Super Duperjurbo copy, Sanity copy 
& PCopy. Four new disk copiers, 
ax V277 FORTRAN-77 vl.3c Com¬ 
piler, linker & run time support libs, 
ax V279 CROSSWORD CREATOR 
Creates crosswords. UPDATED VERSION, 
ax V284 MCAD PROGRAM The 
Object Drawing Program, ie C.A.D. 
ax V298 NORTH C vl.3 (2) C: language 

! / Amiga. Endudes all files required. 
JX V301 EYE OF THE BEHOLDER 
HINT BOOK Inc Introduction, Back 
ground, Maps, Strategy & Solution, 
ax V323 ANALTICALC SPREAD 
SHEET (2) The best spread sheet, 
a V330 RED SECTOR EXTRAS 
DISKS (2) Loads of extra bits for RSI 
ax V332 AMIGA PUNT PROGRAM 
Predict which horse will win with this 
horse prediction program. 

'ax V339 SPECTRUM EMULATOR 
>ATA DISK 1: Adventure Classics 
ax V350 BUSINESS CARD MAKER 
Design your own Business cards. - 
a V365 RED SECTOR MODULES 
Use with Pro Tracker / RSI Demo Maker 


ax V366 600 BUSINESS LETTERS 

Over 600 Standard Business letters 
ax V390 DESK TOP PUBLISHING 
Includes various extra features over 
the old Word processor, Text Editor & 
Graphics editor & many others. 

OX V392 AMICASH BANKIN The best 
bankin program that I have ever used 
on the Amiga. Very easy controls, 
ax V394 CHEMESTETICS v2.06 
Program that draws molecules using 
the calotte model. Excellent effeds. 
ax V401 WINDOWBENCH vl.O (2) 

An excellent Workbench 2 replace¬ 
ment / Upgrade for all WB vl.3 users, 
ax V413 WORKSTATION Not just 
another WB clone. It's a collection of 
utilities with the Workbench theme. (2) 
ax V417 SUPERBENCH & EXTRAS 
(2) An excellent replacement disk 
with more utilities than the original, 
a V420 CURSOR BASIC COMPILER 
Compile any Amiga Basic program 
OX V423 C: COMMANDS This disk 
is filled with utilities which can be 
used in your Startup-sequences, 
ax V424 ANTI-FUCKER Said to stop 
the flicker in High Res mode during 
some Amiga program oberations. 
ax V431IMPLODER v4.0 Reduces 
file size for storage on hard drives 
our your own disk collections, 
ax V433 ANIMATION STUDIO An 
excellent Animation creator for you to 
make your own little animations 
□x V444 PRINTER DRIVER DISK III 
Now contains instructions on how to 
install them, includes over 90 
ax V445 JRCOMM vl.02 This is the 
latest version of the modem program. 

JX V479 CHESS & CHESS UTILITIES 
A collection of chess related Puzzles. 

V484 ADVENTURE SOLUTIONS 
(2) Solutions for various games, 
ax V489 AMIBASE PROFESSIONAL 
v2.0 Latest version of the excellent 
Database progam. NEW FEATURES 
OX V490 MESSY SID v2.0 Will read 
MS-Dos disks. Transfer any text files 
to & from the PC. So you can do work 
on an IBM or an Amiga & swap text, 
ax V493 DESKBENCH (3) This is an 
excellent Workbench replacement 
a V498 THIEF SOUND RIPPER v3.0 
Finds all most all tracker modules 
ax V499 STAR CHART vl.2 This is 
an excellent star plotting program 
with some interesting features, 
ax V515 A64 PACKAGE v2.0 DEMO 
(2) PD version of the 64 Emulator Actually 
runs faster that 64. Runs 64 basic. 

OX THE COMPLETE A64 PACKAGE 
v2.0 With interface & Full Comerical 
j software. Transfers disks from your 
original 64 disk drive. Now in stock 
for £44.99 This is a Full regersted 
version of the Shareware program, 
ax V521 PLOTTING & GRAPHICS 
PLOTXY, A powerful full featured 
plotting prog PLANS A computer 
aided drafting prog. Requires ARP 
ax V522 ARP Vl.3 : Conman v1.3c 
Makes many im-provements to Dos. 
Includes full developers guide. 

OX V523 DICE C COMPILER (2) 
Matthew Dillons full featured power¬ 
ful C compiler & environment system. 
JX V536 CATALOGUE UTILITIES A 
I collection of utilities used to Catalog 
j disk/ Video & Tape collections (2) 

J V554 R.S.I. MUSIC MODULES (2) 
Another selection of music from RSI. 

V556 RED SECTOR HELP DISK 
HelpS you use the RSI Demo Creator, 
a V560 DUPLICATION & BACKUP 
II A collection of copiers like Amiga 
Copy, Coder copy, Pcopy, Rattlecopy. 
a V567 PRINTER DRIVER GENERATOR 
A selection of utilities with various 
excellent Printer Driver Generators. 

OX V569 DUNGEON MASTER 
MAPPER A little tool that creates 
maps of dungeon's, lands which can 
be used by a DM for use in AD&D. 
ax V571 WHOM II V2.02 (2) The 
Dr.Who database program. Gives all 
info on Dr.Who progams. 

OX V573 FILE & HD MANAGEMENT 

(2) : HDCLICK v2.0, A program 
selector to make Hard disk Menus. 
Starts with gadgets. FILE MINDER, 

Utility for maintaining files & Directories. 
DOSCONTROL, Tool that combines the 
functionality of many separate tools, 
ax V575 HOME BUSINESS PACK 
Excellent selection of utilities based on 
word processing, Data Manag-ement, 
Spread Sheets, Accounts & Printing. ( 6 ) 

OX V583 ICONEDITOR III v2.0. Can 
create Icons upto 640x200 pixels, 
icons, Edit & Create any Amiga icon, 
ax V587 GELIGNITE FONTS (2) A 
selection of fonts for use with any 
DTP Package or Dpaint disks. 

V604 PD COPY v3.0 New disk 
copy with some extra commands & 
quick copy modes buit in. (1Mb) 
ax V605 PRO CALC vl.O Offers the C 
or Machine code programmer a 68000 
or FFP calculator when is use. (1Mb) 
a V606 SAMPLE MAKER vl.O This 
works specially for those who are not 
able to make samples with a sampler, 
a V607 PRO TRACKER v2.2 Written 
by Lars Zap Hamre. Another update to 
the Ultimate sound making program, 
ax V610 GOLF SCORES vl.84 It will 
record each round you play, Store it, 
make up an edectic*score NEW! 
a V611 FOOTBALL LEAGUE EDITOR 
vl.O Want to update your teams 
league position as the results come in. 
ax V620 ASPICE v3.2 Circuit Analysis 
A full featured program for electric circuit 
ax V621 EDWORD v2.2 is a fully 
featured & operational Word 
irocessor which offers all standard 
features & More like Powerful ones. 

V624 NIB COPIER v2.0 Will copy 
in AmigaDos, Index Nibble modes, 
search mode & special parameter copy, 
ax V625 NCOMM v2.0 Contains, 

LHArc v2.0, LHArca vl.02, Zoom v5.40, 

DMS vl.03, LHA vl.ll, LHASFX vl.ll. 

OX V627 DPAINT FONTS No's 1-3 

(3) The latest selection Fonts for use 


with any IFF Painring / DTP Program, 
a V635 IBeM EMULATOR vl.05 Is 
a CGA Colour IBM-PC Emulator written to 
run on any Amiga. Shareware version 
ax V639 RADBENCH PLUS v2.0 
Not just an update a completly NEW 
ax V645 UEDIT v3.a Word Processor 
with learn modes, Online Help, A " 
teach Mode, Split windows, copy & 
paste, undo & all standard features, 
ax V647 HACKS A selection of WB 
Hacks that have been reviewed in CU 
a V648 TITANICS CRUNCHER vl.O 
Cruncher with help & various protect 
modes includes speed changes, 
ax V649 WP & SPELL CHECKING A 
Collection of utilities to help with your 
word processing needs. Spellcheckers 
ax V650 CHECKBOOK ACCOUNT 
Will manage your bank account with easy, 
ax V659 COMPUTER DIAGNOSTICS 
v9.1 Is there a problem with your 
computer! Then what is it. 
ax V660 HOME MANAGER This is a 
great all in one address book with an 
inventory database & To-do list 
ax V661 MODELLING : VERTEX 
Allows you to create 3d objects 
without using the X, Y & Z views. 

Loads Sculpt 3d/4d & Turbo Silver, 
a V662 DCOPY v3.0 PRO You can 
select the speed of the disk drive, 

Copy modes, Dos, Nibcopy, Ver & 
safecopy. Loads of other features, 
ax V666 MODELLING OBJECTS 
Contains over 20 vector objects in 
Image format. Perfect with Disk V661 
ax V667 STAR TREK OBJECTS 
Contains the USS Reliant, NCC1701D. 
Image format. Perfect with Disk V661 
ax V670 ANDROIDS FONTS 1-7 Self 
installing font disks for use with DPaint 
programs (2 Drives Rec, 7 Disks), 
ax V678 DRAW MAP v4.0 (2) Will 
now generate any 16 colour palette with 
user control, New features include larger 
maps with national boundaries, improv¬ 
ed help & printing. 2Mb.Other versions 
(1Mb JX V263) (1.2Mb ax V526 (2)). 
a V680 DISK OPTIMIZER vl.O Re- 
Creates Disks for faster Loading, 
ax V681 GAME TAMER v2.2 Get a 
hold of that extra hard game & 

Cheat with Game Tamer v2.2. 
ax V682 DEKSID v2.05 Hexa & 

Ascii Editor for use with your Amiga. 

Full Program but still Shareware $15 
O V683 SUPER LOCK vl.01 Seal 
your disks / Hard drives for your 
eye's only. Protects with a Password. 
OX V684 FONT FARM A collection of 
utilities based around the subject 
fonts. Character Editor vl.O, Font 
master vl.O, ShowFont v3.3. Set Font 
ax V685 ASTRO PRO ASTROLOGY 
The best Astrology program on the 
Amiga by far. See Amiga Shopper 
OX V686 MULTIDOS vl.12 This is 
another must for people with PC disks. 

program has been installed 
your Amiga drives can read IBM Disks, 
ax V688 MAGNETIC PAGES vl.30 
This Shareware program will create 
disk based magazines with graphics. 
J©V690 WB V2.04 UTILITES (2) This 
set contains the programs that 1 
should have been with WB 2.04+. 

They take full advantage of the many 
NEW capabilities that are available, 
ax V692 RACE RATER vl.6 An 
excellent program for people who 
want information about horse races, 
ax V696 POST vl.7 An excellent 
PostScript inter-preter for the Amiga 
which implements the Adobe lang¬ 
uage. Requires v39+ & ConMan vl.3 
ax V698 AGRAPH v2.0 Brings the 
world a cheap draw Bar, Line, Area & Pie 
chart production/ presentation program, 
ax V700 PERM CHECK (PLUS) Is 
designed to take the chore out of 
checking plans for winning lines, 
ax V701 STRATA vl.O Is a landscape 
generating program. It allows printing 
of them from any angle, from any 
position, & with any magnification, 
ax V702 EASY RAMOS FOR EASY 
AMOS This is the first update for Easy 
Amos user's. Requires Easy Amos 
ax V703 AMOS UPDATER DISK 
vl.34 This update is a major update 
to the software. For example, you 
can now directly update a version of 
AMOS installed on a hard disc, 
ax V704 AMOS COMPILER vl.34 
Second AMOS Compiler Update, 
ax V705 MED V3.21 Excellent update 
to the famous music program Med. 
ax V707 SCALEABLE CLIP ART This 
is completely new scaleable Clip pic¬ 
tures for Pro Draw (NOW 1 DISK) 
ax V710 AREXX TUTORIAL Includes 
several sample Arexx scripts & 
sample progs. ARexx comes free on 
all WB v2.04+ Workbench Disks, 
ax V711 UNIX Contains a working 
demo of Minix, A Unix workalike. 

Minix is system call campatable. 

OX V712 PROTEUS BBS An excellent 
program for modem & Hard Drive 
used to start thier own BBS 
a©V713 COMUGRAPHIC FONTS 
Contains 2 clipart style fonts & 4 actual 
' /pefaces for use with WB 2.04+ & 
lesktop publishing &/or video projects. 

JX V714 24-BIT Rend24 allows you to 
proof toaster generated 24-bit anims. 
ax V715 THE COMPLETE BIBLE With 
the entire text of the New Testament 
& Torah (Old Testament). 1Mb (3) 

OX V718 SPECTRUM EMULATOR 
vl.4 Which is NOW!! 3 times faster. 
Requires a spectrum computer once, 
ax V719 FREECOPY vl.8 Removes 
protected games copy protection so 
that the user can install them on HD. 
ax V720 DISKPRINT v3.51 A label 
database which printers & stoes disk 
labels, combined database & print utility 
for disks. Works fine with every printer, 
a V723 BOOT INTRO CONSTRUCT 
ION SET Create excellent Boot intros, 
ax V724 PRINTER DRIVERS v4 This 
is an updated Drivers disk: Canon 
LPB, Canon Bubble jet's & Star 9 pin. 
ax V725 THE SUPER KILLERS v2.6: 


BOOT X v4.50 This is the best virus 
killer disk to date, kills over 262 virus 
& may be more. Includes many others 

ax V727 ART OF MED 2 A another 
excellent select of Med tunes. 

ax V730 ICON MANIA An excellent 


| bulletin Board System Ftures include up to 

99 file libraries, interface to extra devices 

ax V821 SNOOPDOS vl.5 Monitors 
AmigaDos calls & allows you to see what 
library, devices, fonts are required. 

J© V822 HD BACKUP v3.5 A hard 


selection of Icon clip Art for your WB Disk. 1 drive backup program that features, multi 


ax V731 AMOSBROT vl.la This 
update has even more fractal types 
which include Logistic Equation, Coast 
lines & trees see As for reviews 
J@V732 WORKBENCH v2.04+ 
UTILITIES 3 DCopy, Boot menu 
writer, F-Pic, Scenery, Huge, QED. 
ax V733 SOFTWARE LISTER vl.6 
This program is designed to keep a 
track of your Software collection, 
ax V735 MEMORY MANAGER vl.l 
Select any amount of Chip / fast ram 
ax V740 POWERBENCH vl.2 The 
WorkBench disks with more Power. 

This 2 disk set has been cruched & 
Opimized for maxium storage. (2) 
ax V742 ONLINE vl.4 Program will 
allow you to find cheats within games, 
a© V743 TERM v2.0 Best Communica¬ 
tions program for use with WB v2.04+ (2) 
ax V745 THE PROFESSIONAL C 
MANUAL v3.0 This is the largest collection 
of documents, examples & utilities in C for the 
Amiga. It consists of six manuals, with more 
than 40 chapters, 175 fully excutable exam¬ 
ples complete with source codes. Full instruct¬ 
ions for C a (12) Uncrunched & only a 
(5) crunched Disks F691-F695 
ax V757 AMIGADEX vl.61 Creates 
/ converts your Amiga into a card 
Database system. Very well done, 
ax V758 TEXTPLUS v4.0e Another 
update of this excellent Word pro¬ 
cessor program. Needs Uncrunchin 
ax V759 TEXT ENGINE v3.4 Updat¬ 
ed version of the Word processor 
with AZSPELL. Excellent spell checker 
a© V760 BOOTX v5.03 An easy to 
use boot, file and link virus killer. Has lots 
of options to detect & kill Amiga Viruses, 
a V761 A-GENE v4.18The latest 
version of the popular genealogy data¬ 
base program. By Mike Simpson 
ax V762 BBASE v5.5 Simple data¬ 
base will extra features like fast 
searches, mailing label support, and 
best of all it's easy to use. Max 9 Reids 
OX V763 GRAPHIC PRODUCTION 
Contains Scenery, Landscape, Land 
build v3.2. Cloud 9, Genesis demo. 

OX V764 AMPP v0.9 An excellent 
painting package like Dpaint. Amos 
OX V765 MEGACOLOUR vl.O A 
program which transforms a B/w screen 
into a full colour screen (320*256,64) 
ax V769 WORD POWER Is an 
excellent spell checker / Database 
ax V770 ACCOUNT MASTER vl.02 
Excellent Amos written Account program 
a© V773 WB V2.04 WINDOWBENCH 
v2.0 Excellent Workbench replace¬ 
ment for all WB V2.04+ Rom Users (2) 
ax V777 VOICE CLI The idea is to 
control the CLI/Shell with your voice 
ax V778 RAYSHADE v4.0 Complex 

1 Ray tracing package.2Mb (3) 

ax V782 FORMS Create, Edit, Draw 
Colour & print your own forms 
OX V783 PROGRAMMING TOOLBOX 
Many programs to help in your develop¬ 
ment efforts (most C but some in basic), 
ax V784 ARexx Two disks which (2) 
contain Arexx programs & examples 
ax V786 PASCAL This disk contains 
everything needed to program in Pascal. 
Includes a 68 k 68000 assembler & more, 
ax V787 PROGRAMMER TOOLS 
GadTools to design your user interface to 
your own programs using all of Amiga 
DOS 2.0+s new features. Also RegTools. 
ax V788 RELIGION Contains 
scripure_Mem aids for memorizing 
verses & passages Pauls Journey, 
ax V790 ANIMATION UTLS Includes 
CyroUtils for splitting, combining, and 
creating animations from IFF picture files, 
ax V791 DIRECTORY ULTS Includes the 
most powerful and highly recommended 
programs which are designed to make 
CLI & Shell tasks virtually obsolete, 
ax V794 GRINDER A complete graphic 
conversion package that supports GIF, 

JPeg, Atari St (Neochrome / Degas), PCX, 
Targa, TIFF, Ham-E and IFF Format pics. 

JX V795 ABC ADVENTURE CREATOR 
You can create your very own adventures 
within Amos. Program by Chris Beeson, 
ax V796 ADDRESS & BOOKBASE Two l ^ 1 
database programs for recording your §££ 
Address 8 < Books. Specially designed 
ax V797 EASY AMOS PROGS (2) 

Contain source code for use with Easy Amos, 
ax V799 ADVENCED UTILs SerNet & 
ParNet, Connect 2 Amiga 8 < share resour¬ 
ces via the serial / Parallel ports. Mymenu 
Puts menus on your Workbench screen, 
ax V800 ARCHIVERS II This disk is 
packed with the latest Archivers to date, 
a© V806 WB V2.04 UTILITES (2) This 
is the our second double disk collection 
of WB v2.04+ utilities that take advantage 
of the NEW machines capabilities, 
ax V809 MEGA CHEATS v2.1 This 
disk contains the very latest cheats, 
ax V811 ELECTROCAD vl.42 & 
PROTOYPER Another Updated on the 
cad / Electronics drawing Programs, 
ax V812 CANON This disk contains 
Printer Drivers & Canon Studio, Gives 
better print output for any 9 pin printer, 
ax V814 PC TASK vl.ll is a software 
IBM-PC Emulator. Allows you to run the 
majority of IBM software with NO addit¬ 
ional hardware. CGA Colour NEW UPDATE 
ax V815 FILE & HD MANAGEMENT 

2 : DirWork vl.62 File copier.MegaD 
Another NEW Update on an excellent 
File copier like the NEW Disk Master 
Pro II in it's Operations. Also contains 
loads of other programs to help out (2) 
a V817 A500 PLUS EMULATOR As 
it sounds will let vl.3 owners emulate 
WB v2.04+ Utilities. No hardware req 
a© V819 ICONAUTHOR vl.O A replace¬ 
ment for lconEdit2.0. It can transform IFF 

or brushes into resized 2-BitPlane 
brushes or icon files that match the WB 
v2.04+ colours. Help available. And More 
ax V820 BBBBS v5.4 Baud Bandit 


drive support, full backup, compression 
(LH.Library), Optional verify & restorable 
configuration. Requires Arp v39 (V522) 
ax V823 POWERPLAYER v3.0 A very 
powerful, user friendly & system friendly 
module player. It can handle nearly all 
module formats, can read power packed 
modules 8 < comes with it's own cruncher, 
ax V826 AHDM v3.00a Hard Drive 
Menu. When placed in your startup- 
sequence, offers a 16 page menu, each 

JX V8°27 REPAIR-IT?NewZap'V3J, A 

multi sector file editing system. FIXDISK 
vl.2. Recover's as much as possible from 
a defective disk DISKSALVE vl.42. 
Creates a new filesystem structure on 
another device, with as much data 
salvaged from rthe original device, 
ax V828 STARCAT v2.0 An excellent 
program to create lists of your software, 
ax V842 SID v2.5 FILE MANAGER 
Sid can be used for various operations, 
[The best is probably the file copier. This is 
an update to the previous version, Now 
contains new information and Features. 

ax 981 STEALTHY MANEUVRE II * 
OX 1085 F-16 SWISS FLYING * 

OX 1609 NAVY AGRESSOR, SOVIET 
SOFT LANING, STEALTH BOMBER * 
OX 1700 ANTI- LEMMINS (2) 2Mb 
OX 1703 DATING GAME (2) 3Mb 
OX 1842 SHUTTLE COCK * 

OX 2013 AGILLITY * 

OX 1850 LATE NIGHT / TERMINAL* 
OX 2021 VIETNAM CONFLICT * 
ax 2133 GULF WAR CONFLICT 2Mb 
ax 2307 AMY AT THE MOVIES II (4) 
ax 2311 AMY vs WALKER II (2) 3Mb 
OX 2384 AMY AT THE BEACH (2) 3Mb 
JX 2427 CAMOURFLAGE * 

OX 2475 BATMAN & VTOL CONTEST * 
ax 2476 HOW TO RUN 
OX 2477 AMYWALKS 
OX 2478 UNSPORTING 2Mb 
OX 2499 ERIC SCHWARTZ TOR * 

JX 2500 THE SKY DRIVE * _ 

OX 947 CARLOS MONTE'S CASINO 

Play Blackjack & Solitaire within this 
excellent & professional looking game. 

a 1073 TETRIS ORIGINALThis is the 

closest game to the original tetris 
ax 1420 DTRIS If you want al or 2 
player Tetris this has to be 1 of them, 
ax 1561 TRITWIS Contains 1 player, 

2 player & 3 Payer game options, 
ax 1665 BATTLEFORCE ROBOT A 
simular game in style to Battle Mech 
ax 1735 ASTERIODS 'THE ORIGINAL' 
Another old classic. Original classic 
a 1747 LLAMATRON GAME 2001 
By Jeff Minter & an excellent production. 
OX 1749 SCRAMBLE The Original' 
Remember that old classic game 
ax 1870 PATIENCE'S This is the best 
version to date. DOMINOS, Play vs 
the computer or another player. 

OX 1977 POM POM GUNNER Shoot 
down the incoming world wor II air 
planes in this Operation Wolf game 
a 2018 JETMAN Another Spectrum 
classic converted to the amiga. It's 
JetPak with all the original sounds. 

OX 2022 SEA LANCE The first Silent 
Service type sub war game on PD 
JX 2054 ATIC ATAC A rendition of 
Ithe game from the original Spectrum 
J computer. Graphic Maze adventure 
lax 2162 BATTLE OF BRITIAN WAR 
GAME 2 Strategy war games which 
both need loading through Wb. 

JX 2164 DUNGEON ON NADROJ 
This is the best Dungeons & Dragons 
Public domain type game. Load Wb 
a 2173 CARD GAMES Contains 
Cribbage, Blue Moon, King, Patience & Hearts, 
ax 2178 SURVIVOR Colourful graphical 
adveture within the Aliens theme, 
ax 2199 PARACHUTE JOUST You 
are falling down to earth. & must take the 
Parachute from the other player, 
ax 2220 STRATEGIC GAMES Eternal 
Rome, Lords of Hosts, In Moonshine. An 
Excellent collection.of games, 
ax 2221 MIND GAMES 21 of the 
best Mind games to challenge your 


mind not your shooting skills. 

J 2224 SWORD OF THE WAR 
LOCK A Bards tales / Eye of the Behold¬ 
er adventure game packed on three 
disks.This is Shareware (3) 1Mb (2 Drives) 
JX 2272 BLACK JACK LAB Play all 
the popular versions of Pontoon 
OX 2278 CARD SHARP A very 
professionally presented selection of 
solitaire type card games. Excellent. 
JX 2279 SUB ATTACK vl.O Control 
the torpedoes & sink the enemy 
ships as they sail past. LANDMINE, 
ax 2280 DIPLOMACY Classic 
strategy game loosely based on 
World War 1. 2Mb for computer player 
ax 2313 REVENGE OF THE MUTANT 
CAMELS By Jeff Minter The ride of a 
life time with mutant camels 
OX 2396 PETERS QUEST This is truly 
an excellent platform game, 
ax 2411 TOTAL WAR The board 
game RISK as reviewed in AF. 
ax 2432 GOLDEN OLDIES Galaga, 
Galaxians, Space invaders, Aster- 
iods. Batty & Missle Command. 

OX 2436 DRAGON TILES v2.5 
Mahjong is a ancient chese game where 
you must remove coloured tiles. 

OX 2447 COINDROP A Fruit Macine 
simulator with various gamble modes. 

2448 CRAZY SUE Another first 
rate cute school girl platform game. 
OX 2455 ENSIGNIA MAYHEM You 
pilot a ship around throught a series of 
narrow caverns. Search for esc convicts, 
a 2450 SMASH TV - THE RIP OFF 
Simular to the original arcade machine. 
With neat grapgics & sound, 
ax 2480 AMOS FRUIT MACHINE II 


You control a team of special troops, 
ax 2715 TANK ATTACK This is a 1-4 player version of 
the Classic Cartridge game Combat. 4 Joysticks can be used, 
ax 2716 RESCUE An adictive space ship game 
simular to Scrample. Excellent graphics & sound, 
a 2721 E-TYPE II Asteriods space adventure 
where you jet around collecting new weapons, 
ax 2723 SOLITAIRE (Klondike) The most popular 
card game on the amiga. An excellent version, 
ax 2724 NEIGHBOURS ADVENTURE (2) This is 
the best graphical adventure on the amiga at the 
present time. With full digitized colour pictures 
where you can select object from the pictures & 
put them in your contains control panal. Excellent 
ax 2732 CYBERNETIX Defender / Stargate style 
super fast scrolling shoot em up game. Excellent 
ax 2738 AIR TRAFFIC CONTROL You have to try 
& guide upto 100 planes in this AirPort Simulator. 
OX 2775 ROULETE ROYAL The complete gam e 

JX CAl (5) Sports, Flags, Animals, cartoons, 
Humorous, Xmas, Jewish, borders, Halloween, 
valentines, eyes, alphabets, hands,zodiac,cars. 

OX CA2 (5) Men, woman,illuminated A to Z, arrows, 
stars,explosions, humorous, cartoons, pointing hands. L 
OX CA3 (5) Fruit, Herbs, Meat, Arrows, Special Ocassions, 1 
Vegetables,KitchenUtencils,Cups,Glass,Art Deco, Breakfasts. 
JX CA4 (5) Art Deco, babies, boys, girls, lots of 
Humourous, illuminated A to Z, scrolls, special occasions 1 
ax CA5 (5) Christmas Pack over a & 20th century 
from father Christmas to borders to trees & borders, 
ax CA6 (5) Mythological Monsters an excellent pack U 
of creatures from all over the world: Japan, Europe, 

India, North America, S.America ect. 

OX CA7 (3) Pictures of the most popular flowers, plus 
arrangemts.silohuettes,flowers in vases, typesetting borders. 
JX V689 WALT DISNEY JX V497 BEATRIX POTTER 


As near as possible to the fruit 


OX AT05 KLINGON D7 Prey Scout hip in attack 
CRUISER fires torpedoes OX 1060 STAR TREK *: 

machine found in Pubs & Arcades. while passing by.NCC-1864 TNG This game is by 
OX 2482 DESCENDER Is a clone of | OX AT10 ENTERPRICES Terry A. Me Intosh. vl.47 | 
Leaves the Star station ax 1081 THE UTLTIMATE 
dock. NCC 1701-A The STAR TREK (2) Game by I 


the classic arcade game Tempest 
complete with vectorized graphics. 

OX 2483 INTRUDER is a Multi level 
Berserk clone which features smooth 
gameplay, great graphics & sound, 
ax 2484 CATACOMB vl.7 A graphical 
adventure game set on a small island in 
the middle of the land of EXOUSIA. NEW 

ax 2485 IRON CLADS (1Mb) Update to ... 

the excellent Strategic War Game (2) ax AT33 THE PROBE II Game / Jimbo Barber' 

OX 2489 COLOSSAL CAVE vl.O Is Anim. BRID OF PREY 

virtually identical to the original classic. ax AT34 LEAVING 


classic original Anim 

ax AT22 APPROACHING 
VESSELS, Animation, 
Binary Flight Wireframe 

ax AT23 STAR TREK 
FLEET MANEUVER 

NCC-1940 Fly over 


Tobias Richter. Now with f 
English instructions. 

ax 2222 STAR TREK 
THE NEXT GENERATION 1 

This is the latest quiz game | 
based on the THG (2) ,• 

a 2501 STAR TREK (2) 


DOCKING, Anim. 
ATTACK MODE, Bird of 


ax 2490 RUMMY Graphical card Game SPACE OFFICE, Anim. 

OX 2491 LEGEND OF LOTHIAN - 

vl.02 is an adventure game in the 
vein of the Ultima game series, 
ax 2494 HUNCHBACK This is a 
conversion of the old classic game, 
ax 2498 AMOS CRICKET Excellent 
arcade cricket simulator with graphics. 

JX 2511 DOODY A cross between 
Bouble Bobble & Manic minor, 
ax 2534 BATTLE CARS II Get behind 
the wheel of a heavily armed car as you race 
round courses .2 players with the computer link 
ax 2535 SUPER PACK MAN 92 This is 
the best Pack man to date with super 
smooth scrolling & excellent graphics. 

JX 2613 DUAL A 2 player game where 
you control armoured tanks & rockets, 
ax 2614 TETREN is a 1 or 2 player 
Tetris game written in Amos. 2 
player game is Head to Head 
ax 2615 WAR Is a space strategy 
war game, in which you control a 
fleet of space craft. Space War game 
ax 2617 Golden Oldies 2 : Croak, 

Excellent 1 or 2 player version of Frogger. 

MouthMan, version of packMan. Bi- 
Planes, This is the most additive games 
we have played here 2 player only. Trail- 
Blazer, CMB 64 Classic. Scamble. 
ax 2620 Dr MARIO A Strange Tetris 
like game where you move coloured 
pills down the screen. 3 in a row go's 
ax 2621 ETERNAL ROME Start the 
roman Empire from 32BC. Build fleets, 
armies & send them into battle, 

JX 2622 CLASSIC GAMES 3: 

Donkey Kong An excellent platform 
game in which you must rescue the 
girl Frantic Freddie & Mad Bomber 
ax 2674 INTERPID In the Artie ice you 
control a tank on a mission to rescue 
hostages in this superb Amiga origional 
ax 2675 ADDAMS FAMILY QUIZ They 
're creepy & spooky and now they're in 
your Amiga! Classic digitized graphics & 
sounds make this real crowd pleaser. 
ax 2676 AMI MORIA v5.4 Loads of 
new features like better graphics, larger 
dun-gons, On screen updates, overview 
of the dungon's map & Loads more, 
ax 2707 KLAKLRIS Yes its another 
excellent TETRIS variant. NEW VERSION 
OX 2708 SUPER COMBAT v2.0 This 
is a 2 player Gauntlet Type combat game 
ax 2710 CLASH OF THE EMPIRES v2.1 
Strategical War Game By T.A.Sear 
from Snoebury’s war Gaming Club. 

This is the second & final version (2) 
ax 2712 ACT OF WAR Simular in 
style to the classic game Laser Squad. 


American version 1Mb 

ax 2503 STAR TREK 

Game by Eric Gustafson 
US Inport 1Mb & (3) 


DEJA VU SOFTWARE £4.99 


These disks are NOW Commercial disks 
We NOW Stock all of the Titles, 
ax LP35 T-TECDRAW The best Drawing 
program with it's field, recommend By PD-Soft 
ax LP42 X-STITCH Create / Design patterns for 
use with knitting. Another program Rec' By PD-Soft 
ax LP44 FORMULA ONE The best Formula one 
managment game on the Amiga. BEST SELLING 
OX LP47 DIRTY CASH vl.06 Has been hailed as 
the best fruit Machine Simulator availible. 
ax LP71 AMOS BATTLE CARS Joystick controll¬ 
ed racing game for one or two player, 
ax LP77 POWERBASE v2.1 The Latest version of 
this excellent powerfull Database program 
OX LP89 SKYBASE 22 Arcade/strategy game in 
which you must take all eight sectors ofSkybase 22 
JX LP93 LC200 FONTS Many more new fonts 
JX LP98 POWERTEXT Tjais is a very good Word 
Processor. The best feature is a buit in spell 
checker, disk contains full instructions. 

OX LP100 SPRITE EDITOR II Enables you to design 
sprites and icon images in a friendly & easy way. 

OX LP101 MORSE COSE TUTOR If you want to 
learn Morse code this program is a must, 
ax LP102 DISTANCE ESTIMATOR This is an 
amateur radio utility which calculate distances 
ax LP104 MONEY MONITOR A home accounts 
utility that can keep track of upto 3 separate bank 
accounts. Easy to use. Full Instructions. 


TOP DEMO DISK CHART 


J 1 X 2749 ULTIMATE DANCE / INTENSE (NEW) 

J 2 X 2623 TIME ZONE / TRSI (2) 

J 3 2766 TECHNO DEMO 3 BY ECA (NEW) 

a 4 2625 DEJA VU / ANARCHY* 

a 5 X 2627 KAROKE (GOSPEL)/ COMPLEX 
J 6 X 2633 XPOSE / THE SILENTS (2) 

J 7 2773 DIGITAL COMPLEXITY / GRASS (NEW) 

J 8 X 2524 MELON / HUMAN TARGET 
J 9 2762 REFLEX BY LIQUID (NEW) 

J 10 2632 TECHNO CONSPIRACY/MAJIC12 * (2) 
J 11 X 2250 ODYSSEY BY ALCATRAZ* (5) 1Mb 
a 12X 2628 GET FROGGED / DECAY * 

J 13 2763 ITS TIME TO PLAY (NEW) 

J 14 2679 ENTERTAINMENT / XPRESS PLC (NEW) 
J 15 2602 TECHNO TOWER / PARADISE 
016 2713 UNLEASHED FURY / AMIRAGE 
J 17 2678 SYS MEGA DEMO / SYMBIOSIS (NEW) 
a 18 2508 JOYRIDE BY PHENOMENA 
a 19 2755 GRAPEVINE 12 (3) Price £4.99 (NEW) 
" 20X2590 SWEET REVENGE * 


THE KEY 

.Deja Vu Disk Costs £4.99 

..This Title has ?? disks 

..This title requires 1Mb Amount of memory 

.This disk / Title works on WB V2.04+ 

...This disk will only work on WB v2.04+ Machines 


ORDERING BY POST Please tick the boxes to the left of the COLLECTING DISKS You can now collect any disks at our 1 
disk numbers with a coloured pen, Hi-Lighter or just outline the disk (s) New office address 6-8 Durham Road, Unit 2, Southend-On-Sea, P 
you wantto order. After selecting your order please fill in your Personal ESSEX, SSI 2YD. Orders are quicker if you ring in advance 
details on the order form provided. CUT OUT or Photocopy this advert EUROPEAN ORDERS When ordering from wiihin 
and Post to the Address above. Hand written orders are also acepted. European country remember that there is a min order of 5 disks > ! 
Cheques & Postal orders should be made payable to: PD-SOFT. If you and all orders sent by AIRMAIL Free of charge Eurocheques are 1 
have ordered before please tick the Account Number box or just fill in acepted and your order will be sent AirMail the same day 1 
L h i! your invo , ice INTERNATION ORDERS All orders are sent by Air Mail. Please 

TELEPHONE ORDERS Credit Card orders can be accepted add20%toyourorder'stotal(Min£2.00).coveranypostagecosts f 
on our Telephone / Fax HotLine during normal working hours. Cheques must be drawn on a U K Bank 1 



300 Adobe Type 1 Fonts This Font Pack took over 10 months to 
produce. The only comprehensive set of fonts that works 
flawlessly on your Amiga, Fullfilling your font needs from A to Z. 
[El Special Price: £39.99 Europe's Largest Font Set. 

100 Adobe Type_ _____ 

tream v2.1+ & Professional Page v3.0+. Send a C5 S.A.ETor a 
I 1 Normal Disks v801 (5) complete list or just ring and ask 


ACCESSORIES j MOUSE PAD.E3.49 I 

la A50Q a A600 DUST COVER....£4.49 tfl 

I a 3.5 DISK CLEANING KIT. £3.49 . 

I_DISK LABELS 3p Each / Min 50 or ■ 

»a(£11.99 for 1000. Which Includes P&P P 

DISK BOXES a (40 Cap) £5.49 | 


1 .Disks £3.00 

2-5. Disks £2.75 

6-10 ..Disks £2.50 
11 - 20 .. Disks £ 2.00 
21-50.. Disks £1.75 -1 180 Cap)...£8.99a (210 Cap) £14.99 


COMPLETE The Complete Fred Fish has been professional CATALOGUE fired of boringcataloguedisks?Gettheunique easy 
FRED FISH printed, bound & Includes a sorted index of all 1 DISKS to use Database Disks. They contains details of 1A . k 
the disks. It now stands at over 150+ Pages. It also comes lover 5,500 disks & are all available directly from stock. A IAAD 

with free update pages as the new disks are released, multitude of options including Search & Print. Contains details_ j 

on Fred Fish, TBAG, Amos, FAUG, SMAUG, Scope, Agatron, 2Mb J 
APDC, Panorama, Amicus, Slip disk, Joe Larson, r i , 
TCUG, NZAUG, TOPIK, POLLYSOFT & DEJA VU. 1 I ( 


FRED FISH is a collection of Amiga Games, Utilities & Much 
More. Each disk is totaly packed with programs, pc 99 [ \ 1 
All Fred Fish disks come with full instructions. ' I_I 


Any other disks or Budget Software 


SEE PD-SOFT AT THE FUTURE ENTERTAINMENT SHOW IN NOVEMBER 1992 STAND 3130 

















































































































(Above) This is the new dual-playfield version of 
Uridium 2, which has two layers of background 
graphics scrolling independently in parallax. The 
orange plate is the top layer, with the less colour¬ 
ful green plate on the bottom. You can see how 
the graphics are less colourful, but where this ver¬ 
sion shines is in the scrolling - duller it may be, 
but it's jaw-droppingly impressive and console-y 
once you see it move. 


Will Andrew Braybrook's 
latest be his greatest? The 
Amiga sequel to his C64 
megablaster is now in its fifth 
month of development and 
getting better all the time. 
Every month in his 
exclusively-serialised diary, 
Andrew delivers a blow-by- 
blow account of how the 
potentially blockbusting game 
is coming along. THIS MONTH! 
The game reaches an 
important crossroads and 
there's personal drama to 
rival any soap opera... 
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It's getting tricky to 
tune the game now 
because I'm so used to 
it. That's why it's good 
to get outside help 
from time to time. A 
stranger to the game 
can be a lot less 
subjective about 
things." A 


PART FIVE - 
SEPTEAABER/OCTOBER 

Friday 18th September 

The Uridium 2 program has now got 
so massive that in order to develop 
it further I will have to temporarily 
chop something out. First thing to 
go is the sound. Now I remember 
why I don't normally put that in until 
near the end of the project. That 
saves about 150K which keeps things 
to sensible sizes. Jason can still work 
on the sound with his sound editor 
and I can get the sound back by 
making up a 'live' version of the 
game if I need to. While I was out 


yesterday he created some new SFX 
for me, including two really strange 
effects that aren't really appropriate 
to the game but are so good that I 
want to put them in somewhere. 

Got the fighter attack waves to be 
produced near the player wherever 
he is, as there's no point in going to 
all the trouble of producing a great 
wave of fighters when no-one is 
looking. 

Monday 21st September 

In order to squash things down still 
further to give me as much chip RAM 
as possible I've separated off the 
robot sprites as they're not needed 


most of the time. When inside the 
ship the robot sprites are swapped 
in as the enemy ships are swapped 
out. There's a bit of monkey business 
going on to keep the assembler 
happy about which graphics are 
which and it took most of the day 
just to get the game working again. 

Tuesday 22nd September 

I'm sure we fixed that once. The first 
dreadnought of the first fleet is now 
almost complete but for adding 
destructible bits and other features 
like bunkers and missile silos. 

Spent the rest of the time rear¬ 
ranging the memory map in order to 



(Left) The latest 
version of the 32 
colour Uridium 2 
that Andrew has 
been working on 
up until now is 
likely to be 
scrapped in 
favour of the 
new dual-play- 
field format. 
Which one do 
you prefer - 
super-sexy 
scrolling or the 
multicoloured 
swapshop on 
offer here? 


mist 


be able to load the game into any 
1 Mb Amiga, not just ones with 1 Mb 
of chip RAM. This task is nearly com¬ 
plete now. With all the preparations 
being made for loading files from 
disk, it seemed appropriate to add in 
the routine that asks for the right 
disk should it discover the wrong 
one, or none at all, in the drive. 

At this stage I've nearly worked 
out completely what data gets load¬ 
ed in, what is always there but in a 
packed format, and what is always 
present unpacked. I want to avoid 
irritating delays where possible so 
it'll do just the one load from disk to 
pull in a whole fleet of dread¬ 
noughts. It should also have room 
enough to cache the first one in 
memory all the time. 

Wednesday 23rd September 

Put in a feature to darken down the 
control panel where it says '1 UP' 
and '2 UP', so it only lights up when 
the player in question is in control. 
This also has to take into account the 
two-player mode and light both up. 

I hate games that remove the wait¬ 
ing player's score from the screen -1 
call that player the bench player. You 
need to know how both are doing all 
of the time for comparison, and 
because the only time you really can 
take your eyes off what you're doing 
is when the other player is "on". 

Thursday 24th September 

Went through the old C64 Uridium 
flight patterns to familiarise myself 
with what they do. My new code is 
much smarter than the C64's so a lot 
of the patterns are unnecessary. For 
example, I can vertically reflect a 
flight plan to get two ships mirror¬ 
ing each other's mpvement just by 
specifying upside-down mode. One 
thing I had missed out though was 
chaser mode, where an enemy ship 
tries to line up with the player before 
squirting Bonios of Doom at him. I 
want this to be a bit smoother so I'm 
working on an algorithm to line up 
behind the player more intelligently. 
This is not going well at the moment. 

Friday 25th September 

Cured the last long-term niggle 
which involved the homing missiles. 
They have a minimum turning circle 
and if fired very close to their target 
they can circle it until they time out. 
What they need is a contingency 
plan. First they have to recognise 
that they are in that situation. This 
can be identified by keeping track of 
consecutive moves at full turn. Any 
turn less than full means that they 
have successfully lined up with their 
target. After turning 270° on full lock 
they fly straight for about six moves 
before resuming targeting. By this 
time they are far enough away 
that they have room to turn 
and hit the target every time. 


m 







Tuesday 29th September 


Did some end-game-screen design¬ 
ing. Obviously I'm not at liberty to 
tell you precisely what I've been 
doing, so I'll just say that I've come 
up with a new golden palette for the 
title screen, rather than plain yellow. 


Wednesday 30th September 

More meanies are the order of the 
day. Cargo ships that take off from 
runways, concealed laser towers that 
spring up and spray doom and dis¬ 
aster before hiding away again and 
such-like. I'm constructing meany 
algorithms in our Alien Manoeuvre 
Program which allows me to make 
things happen more quickly. 





robot speeds to make it feel more 
controllable. Just about anything 
that can be changed is defined as a 
variable so that I can change them 
easily and immediately see the 
results. It's getting tricky to tune the 
game now because I'm so used to it. 
That's why it's good to get outside 
help from time to time. A stranger 
to the game can be a lot less subjec¬ 
tive about things. 

Monday 5th October 

It's one of those days where you 
start thinking "What if...?". What if 
I did the game in dual-playfield 
mode? How long will it take to find 
out? Never tried dual-playfield 
before. How difficult can it be? Only 
had a couple of hours at it but I got 
the bare bones of a system up and 
running. I copied all the game files 


- you don't have to have two play- 
fields of three bitplanes each. You 
can have one of three bitplanes and 
one of two. This cuts down on the 
CPU welly that you lose as you're 
only displaying five bitplanes, not 
six. Since I'm already using five bit¬ 
planes in 32-colour mode, I won't 
lose any speed. Any loss I make on 
keeping two playfields running I 
make up for by only plotting three 
bitplanes. So now the question is, 
which version do I carry on with? 

The actual gameplay will be large¬ 
ly unaffected by the choice but the 
effect on the game is rather drastic, 
to say the least. The appearance will 
be completely changed. Anybody 
who suggests running both methods 
is likely to be severely damaged as all 
the graphics would need to be 
stored in two different formats. 



plexor's a fancy name for a routine 
which sorts the objects to be dis¬ 
played into vertical position 
sequence and re-uses the hardware 
sprites to show them, by the way. 
Had another juggle about with the 


to a new directory so I don't wreck 
any code, and started converting it. 


Tuesday 6th October 

Carried on with Operation Dual-Play- 
field. Made an astounding discovery 


# 


(Above) Flying the 
Manta over the vertical 
strip of flashing lights 
triggers the landing 
procedure. Here the 
ship is caught halfway 
through its process of 
transforming into a 
robot. 


(Left) The deadly 
"toothpaste" lasers in 
action in the contro¬ 
versial dual-playfield 
mode. 


Wednesday 7th October 

Graeme from Renegade paid us a 
visit so I showed him the two ver¬ 
sions of the game. When he saw the 
dual-playfield version I think he was 
quite impressed as he uttered a num¬ 
ber of unprintables! So, how can I 
remove some of the cons of this 
mode? Well, following on from the 
statement running both 32 colours 
and dual playfield in the same game, 
how about if all the titles and pre¬ 
sentation is in 32 colours and the 
game is in dual-playfield? That way I 
keep my plasma and my lovely font. 

It took an afternoon of machine 
crashes to do it, but it's done. 

Thursday 8th October 

More work getting the dual-playfield 
version running. It's now all working 
so all we have to do is decide which 
version to go with. The CPU use on 
both versions is about the same, so 
it doesn't make much difference to 
me. But can anyone draw sensible 
graphics in seven colours, of which 
one must be black? 

Friday 9th October 

Walking home last night I'd just 
about talked myself out of doing the 
dual-playfield version. How about 
saving that for Uridium 3? I hadn't 
seen a satisfactory palette to do the 
job. Two sets of three colours just 
doesn't give the nice shading and 
one set of six colours looks like the 
TV isn't working properly. Just to add 


a bit of excitement, Phillip the 
graphics artist has resigned, which 
should cut down on the arguments 
a bit, but it leaves a shortfall in the 
graphics department. Over to Mark 
Bentley, one of the new recruits, 
with a last-ditch first task - find me 
a palette I can live with! 

I now have a palette of near-grey 
shades with a red and an orange for 
explosions. The greys are neutral 
enough that they can be mixed with 
the red and orange, and there are 
enough similar colours for good 
shading effects. The backgrounds 
need massaging but all the sprites 
converted well with little touching 
up. One version has to go soon as I 
can't maintain both forever. It's like 
juggling three chainsaws at once. 

Monday 12th October 

Added a new bonus feature, a score- 
doubler. Needed a new icon for that 
so I set about drawing a new icon 
block to put all the bonuses in. The 
old ones didn't stand out too well. 

Tuesday 13th October 

Swaying towards dual-playfield 
mode. Only worked on that today. 
I've built in some variations in the 
display, like being able to swap the 
playfields over so that the three- 
colour one is on top. I can also free 
up the second playfield so it doesn't 
parallax at all. I now have the capa¬ 
bility of running a giant meany, 
almost for free, although it only 
appears in three colours. How use¬ 
ful that will be remains to be seen. 

Also worked on an end-of-dread- 
nought sequence, where the 
Manta(e) speed away from the 
doomed dreadnought before it 
blows up. Mark has been working on 
the backgrounds for the dread¬ 
nought proper; he tells me he's near¬ 
ly got enough to go for a test map. 

Thursday 16th October 

Mark remapped the 32-colour back¬ 
grounds into seven colours to create 
a palette in sympathy with the back¬ 
grounds. From a distance you 
wouldn't spot the difference, and 
that's without any touching up. The 
sprites needed reworking to get 
them looking good in the new 
palette, which has three red/oranges 
and only two blues. The explosions 
should now look even better. Defi¬ 
nitely swaying 65%/35% in favour of 
the dual-playfield version! See what 
you think from the pictures here. 


NEXT MONTH! 

What will Andrew do next? 
Is Dex really Tinsel’s illegiti¬ 
mate lovechild? Who shot 
Brad? All this and much, 
much more, only in your 
Number One One 
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BUDGET 9 pin PRINTER 


44 CPS 80 COLUMN 

Citizen 120D+ - 9 pin 
144cps Draft, 30cps NLQ 

• 4K Printer Buffer + 2 Fonts 

• Parallel or Serial Interface 

• Graphics Resolution: 240 x 
Epson and IBM Emulation 

• Pull tractor & bottom feed 

• FREE Silica Printer Starter 


AND 

LOWER 

PRICES 


+VAT= £135.13 ref: PRI2120 


The Citizen 120D printer comes supplied with a parallel 
interface as standard. If you require a serial interface instead, 
please state ref: PRI 2125 when placing your order with Silica. 


£199 

.£25 

£224 

£109 


FREE! 

STARTER KIT 

ALL YOU NEED TO GET STARTED 
WITH YOUR NEW CITIZEN PRINTER 

• 2 Metre Parallel Printer Cable 

• 314" Disk-Driver for Windows 3 

• 3J4" Disk - Amiga & ST Drivers 

• 200 Sheets of Continuous Paper 

• 100 Continuous Address Labels 

• 5 Continuous Envelopes 

WORTH £29.38 

WITH EVERY 
CITIZEN DOT MATRIX 
PRINTER FROM SILICA 

or £19.38 (£10 off RRP) to purchase. 


PLUS! FREE 1 

AMIGA PRINT MANAGER 

For faster printing from your Amiga, with clearer 
images and more vibrant colours. Available free 
of charge (on request) when you buy a Swift 9, 
200 or 240 printer 

Features include: 

• Improved Image Smoothing 

• Gamma/Colour Correction 

• Image Scaling 

• Colour Separation 

• Reduces/llliminates Banding 

^ or for £13.10 (£1 off RRP) to purchase (ASC 4572) 


WORTH 

£14.10 

(inc VAT - see text) 






WIZEN SWIFT 24X 




TIZENSWIFT 9x 


(FREE COLOUR KIT) 


FREE COLOUR KIT 


RRP...£329 

STARTER KIT.£25 

TOTAL VALUE: £354 
SAVING: £155 
SILICA PRICE: £199 


FREE/ -ON REQUEST 
CITIZEN AMIGA 
PRINT MANAGER / 




SWIFT 2 
SERIES 


SWIFT 240m 

MONO PRINTER 

(COLOUR OPTION AVAILABLE) 


24 pin PRINTERS INKJET PRINTER NOTEBOOK PRINTER 


CITIZEN PRINTERS 


FROM SILICA 


9 PIN PRINTERS 


24 pin PRINTER 


SWIFT 240C 

COLOUR PRINTER 


ACCESSORIES 


SHEET FEEDERS 

PRA 1200 120D.£71 38 

PRA1215 1240/224/Swift 9/24 ..£8870 
PRA 1228 1240/224/Swlft 9/24 .. £42.00 
SERIAL INTERFACES 

PRA 1189 120D+.£56.45 

PRA 1209 Swift9/9x/1240/224 ..£32.25 

PRA 1709 Swift 24/24x/24e.£26.38 

32K MEMORY EXPN 

PRA 1753 1240/224/Swift 24.£13.10 

PRINTER STAND 
PRA 1242 124D/224/Swift 9/24 ..£24.03 

PRA 1274 Swift 9X/24X.£30.66 

_ Accessories prices 


ORIGINAL RIBBONS 

RIB 3520 120D/Swift 9 Black.£2.91 

RIB 3949 Swift 9x Black.£7.15 

RIB 3924 124D/Swift 24 Black.£4.70 

RIB 3936 224/Swift 9/24 Colour.. £15.63 

RIB 3248 PN48 Single Strike.£3.61 

RIB 3348 PN48 Multi Strike.£3.61 

COLOUR KITS 
PRA 1236 224/Swift 9/24e/200/240 £35.25 

PRA 1240 Swift 9x/24x.£35.25 

PN48 ACCESSORIES 

PRA 1148 PN48 Battery.£46.70 

PRA 1155 PN48 Cable Extn £29 37 

PRA 1162 PN48 Car Adaptor.£16.80 

inc. VAT & delivery 


300 CPS 80 COLUMN 

• Citizen Swift 240/240C - 24 pin - 80 column 

• 300cps SD (15cpi), 240 cps Draft, 80cps LQ 

• 8K Printer Buffer - 40K maximum 

• 9 LQ Fonts + 2 Scalable Fonts (8-40pts) 

• 1 x Font Cartridge Slot - for plug in ‘Style’ Fonts 

• Parallel Interface 

• Graphics Resolution: 360 x 360 dpi 

• Epson, IBM, NEC P20 & CEL Emulations 

• Quarter Printing Facility 

• Auto Set Facility - Bi-directional l/F, 

Auto Emulation Detection 

• Command Vue IV Front Control Panel 

• Ultra Quiet Mode - 44.5 dB(A) 

• Colour Printing Standard - Swift 240c, 

Colour Printing Optional - Swift 240 

• FREE Silica Printer Starter Kit 


300 CPS 80 COLUMN 

• Citizen Prodot 9 - 9 pin - 80 column 

• 300cps Draft, 60cps NLQ 

• 8K Printer Buffer + 3 Fonts 

• Parallel Interface 

• Graphics Resolution: 240 x 240dpi 

• Epson and IBM Emulation 

• FREE Colour Kit 

• FREE Silica Printer Starter Kit 


192 cps 136 COLUMN 

• Citizen Swift 9x - 9 pin - 136 column 

• I92cps Draft, 48cps NLQ 

• 8K Printer Buffer + 3 Fonts 

> Parallel Interface 

> Graphics Resolution: 240 x 240dpi 
• Epson and IBM Emulation 

» Colour Option Available 
< FREE Silica Printer Starter Kit 


SWIFT 240 MONO 


SWIFT 240C COLOUR 


£259 


+VAT= £304.33 ref: PRI 2571 


£239 


192 CPS 136 COLUMN 

• Citizen Swift 24x- 24 pin -136 column 

• 192cps Draft, 64cps NLQ 

• 8K Printer Buffer + 4 Fonts 

• Parallel Interface 

• Graphics Resolution: 360 x 360dpi 

• Epson, IBM and NEC P6 Emulation 

• Colour Option Available 

• FREE Silica Printer Starter Kit 


360 CPS 80 COLUMN 

• Citizen Projet - inkjet - 80 column 

• 360cps Draft, 120cps NLQ 

• 50 Nozzle Head - Whisper Quiet 47dB(A) 

• 8K Printer Buffer + 3 Fonts 

• Optional HP Compatible Font cards 

• Parallel Interface 

• Graphics Resolution: 300x300dpi 

• HP Deskjet plus emulation 


ESS 


V+VAT= £405.38 ref: PRI 2090 J 


64 CPS 80 COLUMN 


Citizen PN48 Notebook Printer 

• Non-impact Printing on Plain Paper 

• 53cps LQ - 4K Buffer + 2 Fonts 

• Rear and Bottom Paper Loading 

• Parallel Interface 

• Graphics Resolution: 360 x360dpi 

• Epson, IBM, NEC P6 & Citizen Emulation 

• Powered From Mains, Battery or Car Adaptor 

RRP .££5 ( 

TOTAL VALUE: £325 

SAVING: £126 » 

SILICA PRICE: £199 WUk ■ M M 


FREE DELIVERY 

Next Day - Anywhere in the UK mainland 

FREE STARTER KIT 

Worth £29.38 - With Citizen dot matrix printers from Silica 

2 YEAR WARRANTY 

(including the dot matrix printer head) 

WINDOWS 3.0 

Free Windows 3.0 driver with Starter Kit 

FREE COLOUR KIT 

With every Prodot 9 and Swift 9 

FREE HELPLINE 

Technical support helpline open during office hours 




V+VAT= £233.83 ref: PRI 2100 J 


270 CPS 80 COLUMN 


Citizen Swift 200 - 24 pin - 80 column 

• 270cps SD (15cpi), 216 cps Draft, 72cps LQ 

• 8K Printer Buffer - 40K maximum 

• Parallel Interface • 6 LQ Fonts 

• Graphics Resolution: 360 x 360 dpi 

• Epson, IBM, & NEC P20 Emulations 

• Quarter Printing and Auto Set Facility 

• Ultra Quiet Mode - 44.5 dB(A) 

• Colour Option Available 

• FREE Silica Printer Starter Kit 

RRP ...£269 / 

SILICA STARTER KIT £25 

TOTAL VALUE: £294 
SAVING: £1j5 
SILICA PRICE: £179 

V+VAT= £210.33 ret: PRI 2490 J 






V+VATs £351.33 ref: PRI 2574 J 


192 CPS 80 COLUMN 

• Citizen Swift 9 - 9 pin - 80 column 

• 192cps Draft, 48cps NLQ 

• 8K Printer Buffer + 3 Fonts 

• Parallel Interface 

• Graphics Resolution: 240 x 240dpi 

• Epson and IBM Emulation 

• FREE Colour Kit 

• FREE Silica Printer Starter Kit 

RRP.£239 

COLOUR KIT.£38 

STARTER KIT.£25 

TOTAL VALUE: £302 

SAVING: £133 

SILICA PRICE: £169 ^ +VAT= £198.58 ref: PRI 2209 J 


£179 


SILICA SYSTEMS OFFER YOU ) 


• FREE OVERNIGHT DELIVERY On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

• PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 14 YEARS: Proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff): Solid, reliable and profitable. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUES: Will be mailed to you with offers + software and peripheral details. 

• PA YMENT: Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new printer, we suggest you think very carefully about WHERE you 
buy it. Consider what it will be like a few months after you have made your purchase, when you may 
require additional peripherals and accessories, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems, we ensure that you 
will have nothing to worry about. We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an understanding 
which is second to none. But don’t just take our word for it. Complete and return the coupon now for our 
latest FREE literature and begin to experience the “Silica Systems Service”. 



MAIL ORDER HOTLINE 

081-309 1111 


mucA 

SYSTEMS 


a 


MAIL ORDER: 

Order Lines Open: 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 

Mon-Sat 9.00am-6.00pm_No late Night Opening 


LONDON SHOP: 

Opening Hours: Mon-Sat 9.30am-6.00pm 


LONDON SHOP: 

Opening Hours: 


52 Tottenham Court Road, London, W1P OBA 

No Late Night Opening 


Tel: 081-309 1111 

Fax No: 081-308 0608 


Selfridges (1st Floor), Oxford Street, London, W1A 1AB 

Mon-Fri 9.30am-7,00pm (Sat close 6.30pm)late Night: Thursday - 8pm 


Tel: 071-580 4000 

Fax No: 071-323 4737 


SIDCUP SHOP: 

Opening Hours: Mon-Sat 9.00am-5.30pm 


1-4 The Mews, Hatherley Rd, Sidcup, 

Frit 


Tel: 071-629 1234 

Extension: 3914 


ESSEX SHOP: 

Opening Hours: 


Kent, DAI 4 4DX 

■riday - 7pm 


Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SSI 1LA 

Mon-Fri 9.30am-5.30pm (Sat 9.00am-6.00pm)No Late Night Opening 


Tel: 081-302 8811 

Fax No: 081-309 0017 


Tel: 0702 462426 

Fax No: 0702 462363 


To: Silica Systems, ONEAM-1292-55, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4D>Pi 


PLEASE SEND A BROCHURE ON THE CITIZEN RANGE 


Mr/Mrs/Miss/Ms:. Initials:. Surname: 

Company Name (if applicable): . 

Address:. 


Postcode: 


| Tel (Home): . Tel (Work): 


Whi ch computer ( s), if any, do you own?. 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 












































































































































































PREMIER MAIL ORDER 

Titles marked * are not yet available and will be sent on day of release. 

Please send chegue/PO/Access/Visa No. and expiry date to: 

Dept TH012, 10 Tinkler Side, Basildon, Essex SSI4 1LE 

Please state make and model of computer when ordering. P&P inc. UK on orders over £5.00. Less than £5.00 and 
Europe add £1.00 per item. Elsewhere please add £2.00 per item for Airmail. These offers are available Mail Order only. 
Telephone orders: Mon-Fri 9am-7pm. Saturday 10am-4pm. Fax orders: 0268 271173. Tel orders: 0268 271172 

Next day service available - ring for details. 


Addams Family.16.99 

Afterburner. 6.99 

Agony.24.99 

Airbus.22.99 

Air, Land, Sea.24.99 

Air Support .19.99 

Alien 3.19.99 

Altered Beast.6.99 

Amos.29.99 

Amos 3D.24.99 

Amos Compiler.19.99 

Another World.19.99 

Aquatic Games .16.99 

Arxanoid 2.6.99 

Award Winners .16.99 

Archer Macleans Pool *.16.99 

Arsenal FC *.16.99 

Ashes of Empire .22.99 

Assassin.16.99 

Assault on Alcatraz.16.99 

A - Train*.22.99 

B17 Flying Fortress (1 Meg) *.22.99 

Batman Caped Crusader.•.6.99 

Batman the Movie.6.99 

Bat 2 * (1 Meg).26.99 

Battletoads *.,.19.99 

Billy the Kid *.16.99 

Birds of Prey (1 Meg).22.99 

Black Crypt.19.99 

Blues Brothers.16.99 

Board Genius..19.99 

Bonanza Bros .16.99 

Bubble Bobble.6.99 

Cabal.6.99 

California Games.6.99 

California Games 2. 16.99 

Carl Lewis Challenge .16.99 

Campaign .22.99 

Castles .19.99 

Centurion.8.99 

Championship Manager (1 Meg).16.99 

Chaos Engine *.16.99 

Chase HQ.6.99 

Chuck Rock 2 *.16.99 

Civilisation (1 Meg).22.99 

Conan The Cimmerian**.19.99 

Cool Croc Twins .16.99 

Covert Action [1 Meg).22.99 

Crazy Cars 3.16.99 

Cruise For A Corpse.19.99 

Curse of Enchata *.19.99 

Daley Thompson Challenge.6.99 

Dark Sun: Shattered Lands *.21.99 

Death Knights Of Krynn (1 Meg).19.99 

Deluxe Paint 4.54.99 

Demonsgate *.22.99 

Dizzy Collection.16.99 

Doodlebug.17.99 

Double Dragon.8.99 

Double Dragon 2.8.99 

Double Dragon 3.16.99 

Dragon Ninja. j ..6.99 

Dreadnought...19.99 

Dune.19.99 

Dynabiaster.19.99 

Elvira 2 (1 Meg).24.99 

Epic.19.99 

Euro Football Champ.16.99 

Eye of the Beholder (1 Meg ).19.99 

Eye Of The Beholder 2 (1 Meg).21.99 

Eye of the Storm *.19.99 

FI 5 Strike Eagle 2 (1 Meg).22.99 

FI6 Combat Pilot.8.99 

FI 9 Stealth Fighter.19.99 

Falcon 3 *.24.99 

Final Fight.16.99 

Fire Force .16.99 

Fire and Ice.16.99 

First Samurai + Mega-Lo-Mania.19.99 

Flag*. 19.99 

Flood.8.99 

Football Crazy.16.99 

Football Director 2 (1 Meg).16.99 

Formula One Grand Prix.22.99 

Fun School 4 under 5.16.99 

Fun School 4 5-7.-..16.99 

Fun School 4 7-11 .16.99 

Games 92-Espana.19.99 

Gauntlet 3.16.99 


Ghostbusters 2.6.99 

Ghouls and Ghosts..6.99 

GLOC .16.99 

Goblins .16.99 

Godfather Action.19.99 

Godfather Adventure..24.99 

Gods.16.99 

Golden Axe.8.99 

Graham Gooch *.1 9.99 

Graham Taylor.16.99 

Grusome *.16.99 

Gunship 2000 * (1 Meg).22.99 

Guy Spy...19.99 

Hard Drivin.6.99 

Harlequin .16.99 

Harpoon .22.99 

Harpoon Battleset 3.9.99 

Harpoon Battleset 4.9.99 

Harpoon Scenario Editor.1 3.99 

Head Over Heels.6.99 

Heart Of China (1 Meg).22.99 

Heimdall (1 Meg).19.99 

Hitchikers Guide.7.99 

Hoi.16.99 

Hook. 16.99 

Humans.19.99 

Hunter.19.99 

Ian Botham.19.99 

IK+.6.99 

Indy Jones - Atlantis Action *.19.99 

Indy Jones - Atlantis Adv * (1 Meg) ...24.99 

Int Sports Challenge.19.99 

Ishar .19.99 

Ivanhoe.6.99 

Jack Nicklaus Clip Art.9.99 

Jack Nicklaus Extra Courses.9.99 

Jack Nicklaus Golf.12.99 

Jack Nicklaus Unlimited Golf (1 Meg) 19.99 

Jaguar XJ220 (1 Meg).16.99 

Jimmy Whites Snooker.1 9.99 

John Barnes (1 Meg) .■....16.99 

John Madden .16.99 

Keys of Maramon *.16.99 

Kick Off 2(1 Meg).11.99 

Kick Off 2.9.99 

Kick Off 3*.16.99 

Kings Quest 5 (1 Meg).22.99 

Knightmare.19.99 

Knights of the Sky (1 Meg).22.99 

K.O 2 - Final Whistle.8.99 

K.O 2 - Giants of Europe.7.99 

K.O 2 - Return to Europe.7.99 

K.O 2 - Winning Tactics.5.99 

Laser Squad 2 *.16.99 

Last Ninja 2.6.99 

Leander.16.99 

Leathal Weapon 3 *.16.99 

Leather Goddess.7.99 

Legend.19.99 

Leisure Suit Larry 5 (1 Meg).22.99 

Lemmings.14.99 

Lemmings Construction Kit *.16.99 

Lemmings Data Disk.1 3.99 

Links.24.99 

Lombard Rally.6.99 

Lure of the Temptress.1 9.99 

M*.21.99 

Ml Tank Platoon.19.99 

Magic Pockets..16.99 

Man Utd. Europe.16.99 

Match of the Day .16.99 

Mega Fortress (1 Meg) .22.99 

Mega Sports .19.99 

Mega Traveller 1 (1 Meg).19.99 

Mega Traveller 2 (1 Meg) .19.99 

Microprose Golf.22.99 

Microprose Soccer.6.99 

Midnight Resistance.6.99 

Midwinter 2 (1 Meg).22.99 

Might & Magic 3 (1 Meg).29.99 

Moonstone (1 Meg).1 9.99 

New Zealand Story.6.99 

Nigel Mansell World Champ *.16.99 

Nightbreed-Action.6.99 

Operation Thunderbolt.6.99 

Operation Wolf.6.99 

Ork.19.99 

Outrun.6.99 

Pang.6.99 


Paperboy 2 .16.99 

Parasol Stars.16.99 

PGA Golf Courses.9.99 

PGA Tour Golf.16.99 

Pinball Fantasies. 19.99 

Pinball Dreams.16.99 

Plan 9 From Outer Space.24.99 

Platoon.6.99 

Pool of Radiance (1 Meg).19.99 

Pools of Darkness (1 Meg) .21.99 

Populous.8.99 

Populous 2 (1 Meg).19.99 

Powerdrift. 8.99 

Powermonger.19.99 

Powermonqer Data Disk 1 .9.99 

Premiere (1 Meg).19.99 

Predator.6.99 

R-Type.6.99 

Railroad Tycoon (1 Meg).22.99 

Rainbow Collection.13.99 

Rainbow Islands.6.99 

Rambo 3.'•.6.99 

Ramparts.16.99 

Reach for the Skies *.22.99 

Realms (1 Meg).19.99 

Red Heat.6.99 

Red Zone.16.99 

Rise of the Dragon (1 Meg).22.99 

Risky Woods.16.99 

Road Rash *.19.99 

Robocod.16.99 

Robocop.8.99 

Robocop 3.16.99 

Robo Sport .19.99 

Rock Star Ate My Hamster.4.99 

Rome AD 9 *.16.99 

R-Type 2. 16.99 

Second Surami *.16.99 

Secret of Monkey Island (1 Meg).16.99 

Secrel;Monkey Island 2.-p4.99 

Sensible Soccer .16.99 

Sensible Soccer 1.1 .16.99 

Shadow Lands .19.99 

Shadow of Beast 3.19.99 

Shadow Warriors.6.99 

Shinobi.8.99 

Shoot Em Up Con Kit.8.99 

Shuttle *.19.99 

Silent Service 2 (1 Meg).22.99 

Silkworm...8.99 

Silly Putty.16.99 

Sim City+Populous.19.99 

Sim Earth*.22.99 

Space Crusade.16.99 

Special Forces.22.99 

Street Fighter 2 *.19.99 

Strider.6.99 

Striker (1 Meg)...16.99 

Strip Poker 2 + Data.6.99 

Stunt Car Racer.6.99 

Super Hang On.6.99 

Super Tetris.16.99 

Switchblade.6.99 

Switchblade 2.16.99 

Team Yankee.19.99 

Team Yankee 2 (1 Meg).19.99 

Teenage Mutant Turtles 2.16.99 

Terminator 2..16.99 

The Immortal (1 Meg).8.99 

The Manager .....19.99 

Their Finest Hour (1 Meg).19.99 

Thunderhawk.19.99 

Titus The Fox.16.99 

Troddlers .16.99 

Turbo Challenge.8.99 

Turbo Challenge 2.16.99 

Turbo Challenge 3.16.99 

Turbo Outrun.6.99 

Turrican 2.9.99 

TV Sports Baseball *.19.99 

Ultima 6 (1 Meg).19.99 

Utopia + Data Disk.19.99 

Voyager.6.99 

Wing Commander (1 Meg) *.22.99 

Wizball.6.99 

Wizkid.16.99 

Wolf Child.16.99 

Zool-Station .16.99 


SPECIAL OFFERS 


UPGRADE YOUR 
AMIGA TO 1 MEG 


£24.99 

1 /2 Meg Upgrade + clock • 


Mega La Mania - £12.99 
Shadow af Beast - £9.99 
The Kristal - £9.99 
Wild Wheels « £4.99 
Colonel's Bequest - £12.99 
Mercenary 3 - £9.99 


3.5" EXTERNAL 
DRIVE 

ONLY £49.99 


JOYSTICKS 

Quickjoy Topstar - £16.99 
Speedmouse - £15.99 
Quickjoy 2 Turbo - £9.99 
Fighter - £4.99 
Quickjoy Jetfighter - £10.99 


BLANK DISKS 
Unbranded 

10 x 3.5" DSDD - £5.99 
20 x 3.5" DSDD-£10.99 
50 x 3.5" DSDD - £23.99 
100x3.5" DSDD-£44.99 

Branded - TDK 

3.5" DSDD - £1.25 Each 


10 x 3.5" 
20 x 3.5" 
50 x 3.5" 
100 x 3.5" 


- £4.50 

- £8.50 

- £16.00 
■ £30.00 
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V JRt Match out! That jpp^ ,^jj 

lllf perennial sword- H •; • 

If If swishing knight 

in oh-so-shining armour M JaSil J§ Jj 

Dirk the Daring has been J9 

brought out for yet anoth- 

er (but not necessarily the || " 

last) adventure in the IBl . -■- 

strangely-successful series. 9Eh £7/flEfek 

Actually, this is the fourth vl '""'pr^Tp v\ 

Dragon's Lair game since 
the original appeared all I 

those years ago - and little _.. 

seems to have changed. Now devoid of original laserdisk coin-op mate¬ 
rial to convert, developers ReadySoft have devised another original col¬ 
lection of Don Bluth cartoon-style action scenes for the player to mull 
over. This time the bumph goes that Mordread, evil sister of Mordroc 
(who Dirk vanquished in Dragon's Lair II as we recall) has imprisoned 
Dirk's lovely wife Daphne and the kids in a fit of revenge. Enter a whole 
new host of enemies (who all seem inspired by Alice in Wonderland), 
including two Tweedledum and Tweedledee lookalikes, a giant cat and... 
Ooh, lots of other things. 

Sixty scenes and 1500 frames of animation spread across six disks 
await the player, although how much interaction he'll have with them 
remains to be seen. The previous Dragon's Lair games have ail been heav¬ 
ily criticised for offering muchos graphical thrills, but little in the way of 
playability. But despite that, and the often astronomical price tags, the 
IflPI f y* games just keep on selling. 

|||ir ' J \ * * There's little to suggest 

%k flli that much has changed 

V v ^ this time round, but we're 

m keeping an open mind. At 

I jBI * east n * ce to see that 

the P r * ce has come down 
to a more respectable 
1 am . £29.99 this time. Dragon's 

/ ... /KA Y I *1 " Lair III is due for release 

iS % i \ I/A J i 1 ' I later this month. 


ATAC MicroProse 


A t last! A flight simulation with a new twist! With the Cold War final¬ 
ly at an end, it's not just the spy-novel writers and Hollywood stu¬ 
dios that have had to find new baddies to target. So, now it's the 
turn of the South American drug barons, whose powder-pushing evil deeds 
have finally earned them promotion into the Premier League of Thriller Vil¬ 
lains. Set in the near future, ATAC (that's Advanced Tactical Air Command, 
by the way) has it that the US Government has finally tired of fighting 
the war against drugs at street level, and so has set up a special team to 
take out the problem at root level - by striking at the cartels and their 
plantations in Colombia. The player is put in charge of this squad, com¬ 
prising 250 undercover agents, four F-22 fighter bombers and two attack 
helicopters, all operating out of a secret jungle base. 

Fancy scenario aside, however, ATAC is essentially a mix of flight simu¬ 
lation and strategy (this sort of thing is currently in vogue on the PC, from 
which most Amiga sims are converted, so expect a lot more over the com¬ 
ing months), with the player juggling his resources to come up with an 
effective drug-busting strategy, then taking to the cockpits of the jets 
and 'copters to indulge in some high-tech blasting of poppy fields and the 
jet fighters that the barons have put up to stop you. Don't let the strate¬ 
gic bit put you off, though - ATAC is fundamentally a flight combat game, 
with the strategy section very much playing second fiddle. 

Programmed by Argonaut Software (out of Birds of Prey), ATAC has 
already been a big hit on the PC and the Amiga version could well 
do the same when it hits the Amiga in January at the eye-opening 
price of £34.99 


Well r this is it. The last month before Christmas and r just as Sun Tzu predict¬ 
ed in his Ancient Art of War, this battle has been won before it is even 
fought. So, while Streetfighter 2, Lemmings 2 and Desert Strike fight it out 
for the Xmas Number One spot, the rest of the software industry is busily 
preparing its wares for the New Year. Recession? Pah! What recession? Let's 
face it, energy, transport and food we can do without but if there was ever 
a slump in quality Amiga software, we'd all be finished. Fortunately, there's 
no sign of such a disaster occuring in the forseeable future - and here's a 
look at half a dozen of the latest biggies coming your way soon to prove it. 


S M 3 I A 3 y d 

































REVIEWS 



T ie-in trends never die - they just fade away. And with the resur¬ 
gence of the Hollywood blockbuster after some lean times in Tin¬ 
seltown, it looks as though we could be in for another wave of 
licensed product. Ocean is, of course, leading the way in this depart¬ 
ment, and even though Cool World isn't one of the company's bigger 
signings, it's certainly throwing a lot of weight behind it. 

Cool World the movie is a mixture of live action and animation, and 
has been described as Roger Rabbit for grown-ups - whatever that may 
mean. Little's known about the story, except that it's about a comic book 



artist (Gabriel Byrne) who gets sucked into the cartoon world he cre¬ 
ates. Although it has fared reasonably well in the US, Cool World is unlike¬ 
ly to get a cinema showing here, and will probably end up going straight 
to video early next year. 

As for the game, it's a platform/adventure/exploration type thing that, 
if nothing else, should make a refreshing change from the usual levels- 
n'-ladders formulae (see this month's Lethal Weapon). Set half in the 
real world, half in the Cool cartoon World of the title, the game casts the 
player as the only human character in the game, a member of the local 
police force, whose job it is to thwart Holli Wood (played by Kim Basinger 
in the film) who plans to escape into the real world. 

Early looks at the game suggest that it's anything but conventional, 
despite its firm rooting in the 
arcade adventure genre. The 
cartoon world is every bit as 
oddball and unpredictable as 
you might expect, with the 
'doodle' inhabitants making 
for some very strange graphi¬ 
cal effects. You'll be seeing 
more of Cool World, due out at 
the end of the year, in The One 
real soon. 






A nd Leeds and Leeds and Leeds and Leeds... Ah, the classic lyrics 
to the immortal football song that helped Leeds United to 
League victory in the First Division last season. Whether or not 
they can retain the title this year is a matter for the soccer pundits, so 
we'll leave our outspoken views on Howard Wilkinson's all-white army 
and concentrate on the official game instead. Following on from the 
Arsenal and Liverpool licences, Leeds Utd is, unlike those two, a man¬ 
agement game with no arcade action. So, as the man in Wilko's shoes, 
can you take the team to the top and keep them there? 

Based in Doncaster, the little-known CDS software is only around the 
corner from Leeds' Elland Road ground, which is probably handy if they 
need to pop round and get some tips from Cantona, Batty et ai. The 
game's been programmed by Tony Huggard, who created both the Foot- 


LEEDS UNITED 


ball Director games, so as both a Leeds and a management game, this 
one's got a fine pedigree. 

But it's hard data that ail you management fans want, so here it is - 
there are nine trophies to chase, including three European cups and all 
four home divisions. Team tactics can be devised from a bank of 729 
combinations, players trained, bought and dismissed (in the preview 
version we received, we had a right hoot sacking Lukic just for the hell 
of it) and matches watched. Unfortunately there's no arcade-style sec¬ 
tion, interactive or otherwise, for the actual games - as in Domark's 


much longer, which is why the game's due out very soon - all you York¬ 
shire Puddings look out for it 


M lot l 
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GREAT 
VALLEY 
PRODUCTS 

QUALITY AMIGA PERIPHERALS 
WITH A 2 YEAR WARRANTY 

Silica Systems are pleased to present the GVP range 
of peripherals. GVP are the world’s largest third party 
manufacturer of peripherals for the Amiga range and 
have a reputation for high specification, quality 
products. The company was founded only four years 
ago by a man who knows about the Amiga, 
Commodore’s ex-Vice President of Technology. He, 
along with a team of Amiga experts including other ex- 
Commodore staff, understand the add-on requirements 
of Amiga owners better than anyone. Not only do 
GVP provide peripherals that Amiga owners want, 
they also offer peace of mind, with a 2 year warranty 
on the products they manufacture. So, if you are 
looking for the very best in peripherals for your Amiga 
computer, look no further than GVP. 


FREE BROCHURE 

RETURN THE COUPON FOR YOUR COPY 


AMIGA PERIPHERALS 

■nsl 

80 


GVP's HD8+ hard drive and A530 hard drive with 40MHz accelerator, represent 
the highest quality Amiga 500 peripherals, at very affordable prices. Each 
incorporates a fast action hard drive, RAM expansion capability, custom 
VLSI chip and FaaaSTROM SCSI driver, for unbeatable performance. 4 *. 




The HD8+ hard drive offers up to 8Mb of standard 
internal Fast RAM expansion and the 


A530 Combo, up to 8Mb of 32-bit wide 
fast RAM expansion. Both feature a \ 
SCSI controller, which supports up to 
6 additional devices, and an 
Autoboot/Game cut-off switch. Both 
are available in 80, 120 and 213Mb 
hard drive versions. 

In addition, the A530 Combo zooms 
the Amiga forward with an 030 
accelerator, running at a blistering 
40MHz. This enables your Amiga 500 
to run at an incredible 12.1 MIPS, faster 
than an Amiga 3000! No other product in 
the world combines all the features found in 
the A530 Combo! A plug-in PC emulator option, 
shown below, is available for 




NEW! NOW IN STOCK 


HARD 
Mb DRIVE 


ONLY £399 








PC EMULATOR 

PLUG-IN OPTION FOR HD8+ & A530 



• 16MHz 80286 processor 

• 287 Maths Co-Processor socket 

• 512K of PC RAM plus the use of Amiga RAM 

• Supports Hercules, CGA, EGA/VGA 
(monochrome) and T3100 video modes 

• Runs MS-DOS (3.2 and upwards) plus 
thousands of other PC programs 

This powerful 286 emulator module simply plugs into 
the “mini-slot” of the GVP HD8+ or A530 (without 
invalidating the warranty). It has full access to the 
Amiga’s resources and allows 
you to run PC and Amiga pro¬ 
grams at the same time, giving 
you two computers in one. 


£199 

. Ref: EMU 0500 . 



1 

1 

HARD DRIVE 



SCSI HARD DRIVE 

40, 80,120 & 213Mb VERSIONS 

• 

• 

ULTRA FAST ACCESS 

• 

• 

TRANSFER RATE UP TO 2,100K/sec* 

(*THE RATE OF THE 213Mb HD) 

• 

• 

ACCELERATOR 

40MHz 68030EC CPU 


• 

OPTIONAL 68882 MATHS CO-PROCESSOR 


• 

RUNS AT 12.1 MIPS (FASTER THAN AN A3000!) 


• 

HARDWARE SUPPORT TO MAP KICKSTART INTO 
32-bit WIDE FAST RAM FOR FASTER OPERATION 

(LIKE CACHING THE OPERATING SYSTEM) 


• 

RAM BOARD 

UP TO 8MB OF 8 OR 9-bit FAST RAM 

(8 OR 9-bit WIDE SIMMS - 120ns OR QUICKER) 

• 


UP TO 8Mb OF 32-bit WIDE FAST RAM 

(32-bit WIDE SIMMs - 60ns) 


• 

1Mb POPULATED 


• 

OTHER FEATURES 

HDD/ACCELERATOR 'CUT-OFF' SWITCH FOR 
100% GAME COMPATIBILITY 

• 

• 

SCSI CONTROLLER FOR UP TO 6 

ADDITIONAL DEVICES 

• 

• 

VLSI CUSTOM CHIP 


• 

FAAAST ROM SCSI DRIVER 



IDENTICAL COLOUR & STYLING TO THE A500 

• 

• 

BUILT-IN VENTILATION FAN TO PREVENT THE 
UNIT FROM OVERHEATING 

• 

• 

DEDICATED POWER SUPPLY 



'MINI-SLOT' FOR FUTURE EXPANSIONS 

(E.G. PC EMULATOR) 

• 

• 

REMOVABLE MEDIA SUPPORT 

• 

• 

DIRECT MEMORY ACCESS (DMA) STYLE 

FOR ULTIMATE PERFORMANCE 

• 

• 

EASY-TO-USE SOFTWARE 

• 

• 

2 YEAR WARRANTY 

• 

• 







A530 


FOR ALL AMIGAS 


AMIGA 1500 


PRESS COMMENT! 

'Superb build excellent aesthetics 
and blinding speed make this the 
best A500 hard drive '... 

AMIGA SHOPPER (HD8+) 

'GVP claims this is the fastest hard 
drive in the world and none of our 
tests could prove that wrong ... 
Untouchable. THE choice' 

AMIGA SHOPPER (HD8+) 

'Still the best hard drive'... 92% 

AMIGA FORMAT 11/91 (HD8+) 

'GVP have done it again!'... 94% 

AMIGA FORMAT 9/92 (A530) 

the build quality is excellent... 
in terms of performance, their 
gear is the best... their 
equipment is worth every penny. 

AMIGA FORMAT 9/92 (A530) 


2000 



HARD DRIVES & ACCELERATORS 

PRICES FROM: 

£399 


80Mb 


120Mb 


213Mb 


har h d d8 + rive I £3991£4491£699 


A53 ™ bo |£699|£749|£999 



SOUND SAMPLER 

• 8-bit stereo sampler 

• Plugs into parallel port 

• MIDI support for song input 

• Extensive editing features 

For the semi-professional and audio hobbyist a high 
quality 8-bit stereo sound sampler that connects into 
the parallel port on any Amiga 500,600,1500,2000 
or 3000 computer. Combined with one of the 
fastest, most powerful and easy-to-use sound and 
music editing programs available. Includes 4-track 
soundtracker file compatible sequencer. 

MUS 
2500 


£49.95 


ACCELERA 

\ 030 \ 030 \ 
\25mhz\40mhz\ 

TORS 

_ \NEWl 

030 \ 040 

50mhz\ 33mhz 

Processor 

68030EC 

68030EC 

68030 

68040 

Speed MIPS 

7.48 

12.1 

15 

30 

Speed MHz 

25 

40 

50 

33 

Math co-proc 

68882 

68882 

68882 

Built-in 

Standard 
32-bit RAM 

1Mb 

4Mb 

4Mb 

4Mb 

Maximum 
32-bit RAM 

13Mb 

16Mb 

16Mb 

16Mb 

Extras 

SCSI 

SCSI 

SCSI 

SCSI 

Ser/Par 

Code 

UPG 0110 

UPG 0430 

UPG 0533 

UPG 0740 

PRICE 

£599 

£849 

£1199 

£1699 

All GVP G-Force accelerators can be turned 
into a hard card by adding a Mount Kit, GVA 
4251, £39.95, making it the ULTIMATE Amiga 
1500/2000 peripheral. Any 1" SCSI drive can 
Jhen be mounted on to the accelerator. 



HARD CARDS 

• Factory installed Hard Drives 

• 0, 80, 120, 213, & 420Mb options 

• On-board 8Mb memory sockets 

• Add up to 6 SCSI devices 

The Impact IIHC8 hard cards are the equivalent of the 
HD8+ hard drive, but for the 1500 and 2000 models. 
They are some of the fastest hard drives available, 
and incorporate an unpopulated 8Mb RAM expansion. 

OMb Ref: HAR 1300 £129 

80Mb Ref: HAR 1388 £349 

120Mb Ref: HAR 1422 £399 

213Mb Ref: HAR 1533 £599 

420Mb Ref: HAR 1542 £999 


3000 PRODUCTS 



VIDEO ENHANCER 

• 16 million colours @ 768 x 580 PAL Res 

• Supports comp video, S-VHS & RGB 

• Broadcast quality genlock 

• Now with RGB splitter 

Impact Vision 24 is the latest 24-bit Professional 
Video Adaptor. It features 16 million colours on 
screen at once, built-in genlock, flicker fixer, frame 
buffer, frame grabber and digital keyer. Supplied 
with Caligari-IV24 3D modelling and rendering 
software, Scala IV24 video titling software, plus 
Macro Paint 24-bit paint package. Al 500/2000 
requires additional adaptor, GVA 5224, £49.95 
IV-24 - VIU SPLITTER Ref: vid 7024 £1499 
IV-24 - VIU TRANSCODER Ref : VID 7124 £1899 


RAM BOARDS 

• Up to 8Mb of FAST RAM 

• Upgrade in 2Mb increments 

• Supports industry standard RAM chips 

• Diagnostic software included 

• Fully auto-configuring 

The RAM-8 offers an easy way to upgrade your 
1500 or 2000 in 2Mb increments up to 8Mb. The 
RAM 8 is fully auto-configuring and is supplied 
with peace-of-mind diagnostic software. 6Mb 
configuration supported for bridgeboard owners 

OMb populated ram 2 soo £99 
2Mb populated RAM2802 £149 



REMOVABLE MEDIA 

• Syquest 44 or 88Mb removable media 

• Available with or without HC8 
Controller 

• 20ms access time 

• GVP HC8 Controller option extra 

• External case available for A500/3000 

Each drive comes with a removable cartridge. 
External Case Ref: gva 5019 £179 
44Mb (Bare Drive) Ref: HAR 1564 £399 

44Mb (+HC8) Ref: HAR 1568 £479 

88Mb (Bare Drive) Ref: HAR 1678 £499 

88Mb (+HC8) Ref: HAR 1691 £579 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


r 121092-1235 




• FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

• PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 14 YEARS Proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff): Solid, reliable and profitable. 

• Volume discounts available 081-308 0888. 

• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUES Will be mailed to you with offers + software and peripheral details. 

• PA YMENT: Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new Amiga products, we suggest you think very carefully about 
WHERE you buy them. Consider what it will be like a few months after you have made your purchase, 
when you may require additional peripherals and software, or help and advice. And, will the company 
you buy from contact you with details of new products? At Silica Systems, we ensure that you will have 
nothing to worry about. We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an understanding 
which is second to none. But don’t just take our word for it. Complete and return the coupon now for our 
latest FREE literature and begin to experience the “Silica Systems Service”. 


MAIL ORDER: 

Order Lines Open: 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 

Mon-Sat 9.00am-6.00pm_No Late Night Opening 


Tel: 081-309 1111 

Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: 


Mon-Sat 9.30am-6.00pm 


52 Tottenham Court Road, London, W1P OBA 

No Late Night Opening 


Tel: 071-580 4000 

Fax No: 071-323 4737 


LONDON SHOP: 

Opening Hours: 


Selfridges (1st Floor), Oxford Street, London, W1A 1AB 

Mon-Fri 9.30am-7.00pm (Sat close 6.3Qpm)Late Night: Thursday - 8pm 


Tel: 071-629 1234 

Extension: 3914 


SIDCUP SHOP: 

Opening Hours: 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 

Mon-Sat 9.00am-5.30pm_Late Night: Friday - 7pm 


Tel: 081-302 8811 

Fax No: 081-309 0017 


ESSEX SHOP: 

Opening Hours: 


Keddies (2nd Floor), High Street, Southend-on-Sea, Essex, SSI ILA 

Mon-Fri 9.30am-5.30pm (Sat 9.00am-6.00pm) No Late Night Opening 


Tel: 0702 462426 

Fax No: 0702 462363 



silica 

YSTEMS 



To: Silica Systems, ONEAM-1292-68, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


Mr/Mrs/Miss/Ms:. Initials:. Surname: 

Company Name (if applicable): . 

Address:. 


n 


. Postcode: . 

Tel (Home): .... Tel (Work): . 

Which computer(s), if any, do you own?. 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 


. 68F 










































































































































REVIEWS 



■MB he software industry may be running out of good ideas, but so 
I long as it means classic game concepts from the good old days 
I of the 8-bit computers being resurrected and updated to fill the 
gap, this is one magazine that won't be complaining. The latest 80s game 
to get the 90s treatment is the ancient C64 Palace favourite Cauldron 
which itself was a spooky Halloween reworking of Defender, replacing 
the familiar spaceships with a witch and broomstick and all manner of 
ghoulish enemies. For this 'Super' new version, much of the original 
gameplay has been retained, mixing shoot-'em-up and arcade adventure 
elements as the good witch Zmira tries to free the kingdom from dark¬ 
ness and all that. 

Played over 20 levels, Super Cauldron probably won't 
offer anything new in the gameplay stakes (its basic 
blueprint, after all, is nearly a decade old), but those old 

enough to have enjoyed and remember the original I 

should be in for a treat here with, as you'd expect, great- 
ly enhanced graphics and sound. An interesting point 
is that Super Cauldron's arcade adventure aspect, in 
which Zmira gets off her broom and explores the land¬ 
scape on foot, has been beefed up considerably - hard- 
ly surprising when you consider that the game comes , 
from the people behind The Blues Brothers and Titus the LLDl|^ 

■Hm i 

Given the game's spooky scenario, extra weapons and |PHRi 
power-ups appear in the form of magical spells (twelve 
in all) that Zmira obtains by collecting toads. The whole 
thing may have come just a little too late for Halloween Li 
(poor old Simon still hasn't recovered from that Satur- ■ mk 
day night of spooky TV), but Super Cauldron's still 31/ 
expected to be a biggie. £25.99 is the asking price for 
the game which is out next month and, of course, will *' IkS 

be reviewed next issue. li IrfBm 


Mindscape 






T he thrilling isometric adventure D/Generation was 
undoubtedly one of Mindscape's highlights for 1992. 

It should therefore come as no surprise that the suc¬ 
cessful formula is being put to use in a second game from 
the same American team of developers. This time, though, 
the techno-thriller storyline and brooding atmosphere has 
been ditched in favour of a cuter, more comical approach. 

In Contraptions the player is Rube, a female mainte¬ 
nance engineer charged with the almighty task of getting 
a gigantic (and thoroughly defective) machine up and run¬ 
ning according to schedule. It sounds simple enough, but 
with a contraption this size and fraught with so many 
mechanical perils, working the bugs out of this system is 
anything but easy. 

D/Generation's display and control system has been 
transplanted fairly directly for use in Contraptions, but 
beyond that it's a totally different story. Rube's task is to 
explore the machine and find the pieces of her toolbox 
that will enable her to repair the'faulty areas and open 
up entrances to new levels and new repair jobs. 

As in D/Generation, the general gameplay is a mix of 
arcade dexterity (avoiding maruading baddies and the like) 
and rudimentary puzzle-solving - actually, rudimentary is 
hardly the right word, as if the puzzles in Contraptions are 
up to the standard of those in D/Generation, we can 

expect some real brain-strainers. The product's being led on the PC 
(Boo! Hiss!), but an Amiga version is expected in time for the New 
Year. Altogther now - Hooray! 
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THE MONITOR 


THE GAME 


Lotus Turbo Challenge 2 from Gremlin 
Graphics takes racing games to new 
dimensions. Pass through hazardous 
tunnels; twist along log-strewn tracks; 
speed over sand drifts. It’s an action 
packed test of your skill and speed - 
CAN YOU HANDLE IT! 

FINAL CHALLENGE EXCHANGE 

If you already own a copy of Lotus 
Turbo Challenge 2, don’t worry. You 
can return the Free copy from your 
new monitor and, for just £5, Philips 
will exchange it for “Lotus - The Final 
Challenge”. You can use this new 
software to design and create your 
very own racing circuits. 


THE COMPETITION 

WIN A DAY FOR 2 AT THE 
1993 BRITISH GRAND PRIX 

Imagine grandstand seats at the most acclaimed 
event in the Formula One year - The British 
Grand Prix. Philips will fly you and a friend into 
Silverstone and there’s the chance to meet a 
famous Formula One personality at a celebrity 
reception. It’s then time to take your grandstand 
seats for the morning’s practice. A delicious 4 
course lunch follows; then it’s back to your seats 
for the Grand Prix itself. 

It’s all part of an exciting first prize package in the 
Turbo Challenge Competition. And, if you don’t 
get the chequered flag, there are 40 runner-up 
prizes of Ferrari Testarossa remote control cars. 


• 14" CGA COLOUR MONITOR 

• OFFICIAL UK PRODUCT 

• 1 YEAR ON-SITE WARRANTY 

• FREE! LOTUS TURBO 
CHALLENGE 2 SOFTWARE 

• RESOLUTION: 600x285 

• HORIZONTAL FREQ: 15.6KHZ 

• .42mm DOT PITCH 

• STEREO AUDIO SPEAKERS 

• EARPHONE SOCKET 

• TTL-DIGITAL & RGB-ANALOG 
COMPUTER INPUT SIGNAL 

• CVBS VIDEO INPUT SIGNAL 

• DARK GLASS SCREEN 

• GREEN SWITCH TO 
SIMULATE MONO DISPLAY 

• AMIGA, ST, PC COMPATIBLE 

• CABLE REQUIRED 
See Accessories below 


USING A TV? 

Switch to a monitor and 

SEE WHAT YOU’RE MISSING! 

If you are currently using your Amiga or ST 
with a domestic television set, 
then you are missing out on picture quality. 

Unfortunately, because your TV is used to receiving inferior UHF 
transmissions from the airwaves, it only has a UHF socket. So, 
your computer has to downgrade its high quality digital RGB (Red, 
Green, Blue) signal to UHF to enable your TV to receive it. 
However, because your TV can only display using RGB, it has to 
convert the UHF signal back to RGB before it can put a picture on 
the screen. Of course, every time you convert from one signal to 
another, there is a loss of quality which means that the final picture 
on the TV is not as good as the original signal from your computer. 
You can overcome this with a monitor, which has an RGB socket, 
not UHF. Your computer will recognise this, and send its original 
RGB signal to the monitor which will display the image directly to 
the screen with no loss of quality. 

The Philips 8833 is the best selling colour monitor for the 
Commodore Amiga and Atari ST. Ideal for game playing, it offers 
excellent colour graphics and has stereo audio speakers for 
enhanced stereo output from the Amiga and ST-E. The 
performance and reliability of the 8833 is exceptional, which is why 
we are confident to offer 12 months ON-SITE warranty with every 
Philips 8833 monitor. Plus, every 8833 from Silica comes with 
FREE Lotus Turbo Challenge 2 software, all for only £199 inc VAT. 


RECOMMENDED!/ 


For maximum enjoyment of Lotus 
Turbo Challenge 2, we are pleased 
to recommend the best selling Zip 
Stik Super Pro Joystick. The Zip 
Stik is probably the best joystick 
currently available and the world’s 
fastest rapid fire! At only £12.95, it 
represents superb value for money. 

Durable steel shafted handle 
• 8 microswitches 
Handheld/table top 
2 fire buttons 
Triple action auto-fire 
Single shot 
Short rapid burst 
Megablast continuous fire 
Rubber suction cups , 

Extra long l< 
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DUST 

COVER 

£ 4.95 

DUS 1084 


HI-TECH GRIPPA 
COPY HOLDER 

CQ QC MOA 

1550 


ACCESSORIES 


All of the accessories below 
are suitable for use with the 
Philips 8833 Colour Monitor 


TILT & SWIVEL 
MONITOR STATION 

£ 11.95 


CABLE - £9.95 

You will need a cable to connect the Philips 
8833 to your computer. These cables are 
normally £14.95 each but, if you buy one from 
Silica at the same time as your new monitor, 
we will give you a £5 discount so you pay 
only £9.95 me vat. Make sure you order the 
correct cable for your computer. 

CAB 5510 - ST-E STEREO SOUND 
CAB 5508 - ST-FM MONO SOUND 
CAB 5050 - AMIGA STEREO SOUND 

SAVE £5! 


COMPUTER CLEANING CIO Qf* 
AND VACUUM KIT ** 


ALL PRICES INCLUDE VAT AND FREE DELIVERY IN THE UK MAINLAND 


<** * 141092-1550 

[ • 1 
On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

• PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 14 YEARS Proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff): Solid, reliable and profitable. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

• SHOWROOMS Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGl All of your requirements from one supplier. 

• FREE CA TALOGUES Will be mailed to you with offers + software and peripheral details. 

• PAYMENT Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new monitor, we suggest you think very carefully about WHERE 
you buy it. Consider what it will be like a few months after you have made your purchase, when you may 
require additional peripherals and software, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems, we ensure that you 
will have nothing to worry about. We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an understanding 
which is second to none. But don’t just take our word for it. Complete and return the coupon now for our 
latest FREE literature and begin to experience the “Silica Systems Service”. 
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RECOMMENDED 


Welcome to the first of the new all-singing, all-dancing, maxi-size 
Recommended section. As it's nearly the New Year, we decided to usher out 
the old (i.e. the drab Games Index) and bring in the new (i.e. this). Here's 
where you'll find all the games that have been released over the last six 
months or so that we at The One consider to be essential components of 
any self-respecting Amiga gamer's software collection. If you haven't got 
these games, then you don't deserve to have an Amiga- And if you were a 
fan of the Games Index compos, don't despair... turn to page 129 instead. 


The Addams Family 

Publisher Ocean 


90 % 


Issue Reviewed June 1992 

Memory 512K 

Price £25.99 

Guide Gomez across tonnes of massive levels in an 
effort to rescue the rest of his family in one of the finest 
platform romps to appear on the Amiga so far. Bundles 
of secret rooms, devious traps and fluid playability 
make this film tie-in a 'must buy 1 for all avid fans of the 
platforming genre. 



84 % 


The Aquatic Games 

Publisher Millennium 



Issue Reviewed October 1992 
Memory 512K 

Price £25.99 

Although this type of 'waggle your sticks' sport game 
went out with Noah, The Aquatic Games injects new 
life into the old dog by introducing a number of 
unusual events. Packed full of cartoony visuals and 
aided by a bouncy soundtrack, the AG's should 
entertain most owners with a sense of humour. 


Archer Maclean's Pool 

Publisher Virgin Games 

Issue Reviewed October 1992 

Memory 512K 

Price £25.99 

When Jimmy White's Whirlwind Snooker was first 
released, the public lapped it up in droves. Archer has 
used the same game engine to produce a game which 
is arguably better than Snooker due to the fact that 
Pool is a more accessible and easier to play sport. If 
you missed out on JWWS then you'd better pot this 'un. 




80 % 


Ashes of Empire 

Publisher Mirage 

Issue Reviewed June 1992 
Memory 1Mb 

Price £29.99 

From the team that brought you Midwinters 1 and 2 
comes this, another 3D strategy game in a very similar 
style. Supposedly based in a pseudo-Eastern Europe, 
it's the player's task to bring peace and harmony to the 
world via trading and the occasional bit of combat. 
Boasts stunning fractal generated 3D landscapes. 


Assassin 

Publisher Team 17 


92 % 


Issue Reviewed November 1992 

Memory 1Mb 

Price £25.99 

Assassin is a Strider-based arcade shoot-'em-up which 
blows the rest of the rest of the feeble attempts clean 
out of the water. With perfect control, five massive 
levels, gorgeous graphics, inspiring sonics... Need we 
go on? Assassin should be in everybody's software 
collection, now! 



90 % 


Beast 3 

Publisher 


Psygnosis 



Issue Reviewed September 1992 
Memory 1Mb 

Price £29.99 

Whilst the first two Beast games were lovely to look at 
but crappy to play, Beast 3 show exactly how it should 
have been done. It's still dreamy to watch but 
underneath the visuals there's a right stonker of a 
game. The cleverly designed puzzles and frantic non¬ 
stop action should keep most entertained for weeks. 


Black Crypt 

Publisher 
Issue Reviewed 
Memory 
Price 


Electronic Arts 
March 1992 
1Mb 
£25.99 


A highly-successful attempt to tap into the market 
pioneered by Dungeon Master and Eye of the 

Beholder. Although ostensibly not too different to 
what's gone before, Black Crypt succeeds 
because of the intense atmosphere it generates 
with its effective use of 3D. 


92 % 



81 % 


Civilization 

Publisher Microprose 



Issue Reviewed August 1992 
Memory 1Mb 

Price £29.99 

Sid Meier does it again - and you thought he couldn't 
beat Railroad Tycoon! Your job? Evolve your populace 
up from the Stone Age to the 20th Century and 
beyond. The strain of the port from PC to Amiga shows 
sometimes in the disk accessing, but the involving 
strategic gameplay more than compensates. 
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RECOMMENDED 


Crazy Cars 3 

Publisher Titus 

Issue Reviewed August 1992 

Memory 512K 

Price £25.99 

Another series of games where the third proved to be 
the best of the bunch. Forget the previous two, or 
most other sprite-based racers - this game is one of 
the contenders for the racing trophy. It scrolls, plays 
and moves so well that you'd be a fool to let this one 
overtake you. 

I! 

Dune 


Publisher Virgin Games 

Issue Reviewed June 1992 

Memory 1Mb 

Price £29.99 

Based on the classic' David Lynch movie, in Dune it's 
your job to harvest the Spice while battling the evil 
Harkonnens on the surface of the arid desert world 
Arrakis. Don't be fooled by the graphic adventure-ish 
graphics - this is a thinking man's game, albeit one 
blessed with easy accessibility and superb playability. 


90 % 



90 % 


89 % 


87 % 





D/Generation 

Publisher Mindscape 

Issue Reviewed July 1992 
Memory 512K 

Price £19.99 

A throwback to the old days when isometric games 
ruled the waves, D/Generation hides its storming 
gameplay underneath some 'alright' graphics. An 
arcade adventure in its purest form, immensely 
suspenseful and cheap as well, you should seriously 
think again if this isn't in your disk box. 

Dynablaster 

Publisher Ubisoft 

Issue Reviewed March 1992 
Memory 512K 

Price £25.99 

Although the single-player mode may not inspire much 
praise (it's okay, we suppose), the two-player (or even 
FIVE player mode) will cost you months once you 
begin to play it. The most cowardly gameplay tactics 
are called for (plant a bomb and leggit) will have you 
cursing even your mum should you challenge her. 


Eye of the Beholder 2 

Publisher US Gold 

Issue Reviewed May 1992 

Memory 1Mb 

Price £25.99 

If 3D role playing adventures are your 'thing' then you 
can do no better than Beholder 2. Although it doesn't 
really improve over the original, it's still a huge and 
awe-inspiring game which will take some time to 
complete. It's looking slightly dated when compared 
to the flashy RPGs that are now appearing. 


87 % 


92 % 


Fire and Ice 

Publisher Renegade 



Issue Reviewed May 1992 
Memory 512K 

Price £25.99 

Another superb console-type platform game which 
shows that the Amiga can do it just as well as those 
fiddly cartridge machines. Guide Cool Coyote around 
the many levels in an effort to defeat the evil Wizard in 
his desert domain. With unique gameplay elements 
and terrific playability you'll miss this one at your peril. 


Fireforce 

Publisher 
Issue Reviewed 
Memory 
Price 


ICE 

October 1992 

512K 

£25.99 


Yet another blast from the past, Fireforce has 
distinctly Green Beret origins. Who cares where it 
comes from when the end product is this good? 
Violence and more violence (with some distinctly 
realistic throat-slitting) make this horizontally scroller 
a game which you should hide from your granny. 


90 % 



90 % 


Hoi 

Publisher 


Hollyware 



Issue Reviewed August 1992 
Memory 512K 

Price £25.99 

A super-cute platform jobby that constantly 
astounds, Hoi is a surprise star on the Amiga. 
Help the 'saur through five bloody huge levels in 
one of the most smoothly playable games yet. 
With real gameplay variation this looks set to 
become a timeless wonder. 


Indiana Jones 4 (Arcade) 

Publisher US Gold 

Issue Reviewed May 1992 

Memory 1Mb 

Price £25.99 

Although Indy hasn't fared too well in the arcade game 
dept up till now, this isometric-3D arcade adventure 
more than rectifies the matter. Its blend of puzzles 
and action is just right (even though the control can 
be a little fiddly in places) and should keep any fan of 
The Man with the Hat more than happy. 


82 % 




87 % 


Ishar 

Publisher Silmarils 

Issue Reviewed £25.99 
Memory 512K 

Price £25.99 

We may disagree with the Frenchies over trivial little 
things like Maastricht, but you've got to admit they 
know how to write damn fine RPGs. Although the first- 
person 3D system is a bit like every other you've seen 
(although prettier than most), the excellent plots more 
than compensate for any sense of deja vu. 


Jaguar XJ220 

Publisher Core Design 


85 % 


Issue Reviewed June 1992 

Memory 1Mb 

Price £25.99 

It seems like the World and his wife is doing some 
sort of licensed car racing game these days, but 
Core's effort manages to pull away from the pack quite 
elegantly thanks to some impressively-fast 3D and an 
excellent easy-to-use track designer (which in our 
estimation is far better than Lotus 3's RECS anyday). 



93 % 


The Legend of Kyrandia 

Publisher Virgin Games 



Issue Reviewed November 1992 
Memory 1 Mb 

Price £29.99 


A graphic adventure in the Monkey Island 2 model. As 
Brandon, your only charibfe of resuscitating your 
turned-to-stone Grandad is by defeating the mad 
jester Malcolm (the best villain to have appeared 
in an Amiga game yet). Lots of truly gorgeous 
graphics and an inspired player interface. 
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Lotus 3 

Publisher Gremlin 

Issue Reviewed October 1992 

Memory 512K 

Price £25.99 

The third Lotus instalment mixes the best of the two 
previous offerings and ends up with a game which will 
satisfy all. With laps or circuits, a variety of race 
conditions and an unusual course designer, Gremlin 
have produced a real winner. You still can't wreck the 
Lotuses, though! 

Monkey Island 2 


Publisher 
Issue Reviewed 
Memory 
Price 


US Gold 
July 1992 
1Mb 
£37.99 


What else is there left to say? The game to end all 
graphical adventures with genuine humour and 
gorgeous hand-painted graphics improves in every 
way over the original (a task in itself). The disk 
accessing is a trifle too much but the overall package 
is one of the best you'll ever see on the Amiga. 

Pinball Dreams 


Publisher 
Issue Reviewed 
Memory 
Price 


21st Century 
April 1992 
512K 
£25.99 


Arguably the best of the Pinball duo, Dreams is a 
masterpiece in programming. The ball movement is so 
real that you'll be soon wondering why anybody 
bothers to play the real thing. Four tables may not 
sound like much but in a game with no end' there is 
endless amounts of game-time to be found here. 


Putty 

Publisher 
Issue Reviewed 
Memory 
Price 


System 3 
October 1992 
1Mb 
£25.99 


A high-flyer in the charts - and deservedly so. Putty is 
one of the most original games, let alone platform 
games, to have appeared in a long time. As a tiny little 
blue blob, the player has to slip, stretch and absorb 
his way around umpteen gaudy levels, rescuing robots 
from an evil wizard's minions. Try it - you'll like it! 


Risky Woods 


Publisher 
Issue Reviewed 
Memory 
Price 


Electronic Arts 
July 1992 
512K 
£25.99 


Hey, there are these woods, right, and - they're risky! 
(Thanks in the main to the legions of the Undead that 
roam its moonlight-dappled pathways). Yup, we're in 
horizontal-scrolling slash-'em-up territory here and not 
a bad one at that, although the scrolling is a touch 
'jittery' in places. 


Shadowlands 


Publisher 
Issue Reviewed 
Memory 
Price 


Domark 
March 1992 
1Mb 
£25.99 




The first game to use the stunning Photoscape 
graphics system, where lights actually illuminate the 
surrounding area correctly, Shadowlands is a 
fantasy RPG in the Dungeon Master mould, 
except here the four party members are viewed 
from a corner of the room' isometric-3D angle. 




Lure of the Temptress 

Publisher Virgin Games 

Issue Reviewed July 1992 
Memory 1Mb 

Price £25.99 

An impressive debut by Revolution, an English based 
programming team, Lure improves over the standard 
graphical adventure by way of its real character 
interaction. The non-playing characters all go about 
their own business, chatting to to each other and the 
like, making this the closest game to real life yet. 

Myth 

Publisher System 3 

Issue Reviewed April 1992 
Memory 1 Mb 

Price £25.99 

System 3 have taken a fantastic 8-bit game and 
transformed it into one of the best 16-bit arcade 
adventures so far. With superb visuals and eerie 
sound you'll be drawn into the nightmare worlds based 
on various Greek myths. Perhaps a touch too linear for 
some, it's still a must for arcade action fans.I 

Project-X 

Publisher Team 17 

Issue Reviewed May 1992 
Memory 1 Mb 

Price £25.99 

Perhaps THE best shoot-'em-up to appear on any 
home computer, Project-X is superb in every way. 
Arcade quality graphics, amazing speech samples, fifty 
frames per second scrolling all add up to make it a 
blaster's dream. It may be a little too hard for the 
wimps among us, but don't let that deter you. 

Red Zone 


Publisher Psygnosis 

Issue Reviewed August 1992 
Memory 1 Mb 

Price £25.99 

The biggest problem that players have had with 30- 
polygon bike games so far is that the control method 
is normally so terrible. Red Zone control is better than 
most, although it still takes a while to get used to. 
Fast and frequently exhilirating, it was the best bike 
game around... until No Second Prize appeared. 

Sensible Soccer 

Publisher Renegade 

Issue Reviewed June 1992 
Memory 512K 

Price £25.99 

Here at The One we don't care what you OR your 
mates say - Sensisoccer kicks seven bells out of Kick 
Off 2. Admittedly the goalies are a bit, erm, 'weird' at 
times, but that's a small price to pay for instinctive 
control and out-and-out addictiveness. (Don't believe 
us? Well, you try stopping our designers playing it!) 


88 % 


Shadoworlds 

Publisher Krisalis 



Issue Reviewed November 1992 
Memory 1Mb 

Price £25.99 

From the same boys who brought you Shadowlands, 
Shadoworlds re-employs the Photoscape system to 
good effect in this Aliens-inspired RPG. The accent's 
more on action here than the puzzle-orientated 
Shadowlands and arguably suffers for it - shooting 
monsters in half-darkness can get annoying at times. 



















































The Games Index may be dead and buried but the competition lives on, except now it's 
called the Recommended Compo (of course). As before, there are ten copies of some abso¬ 
lutely mind-blowing software just begging to be given away to ten readers who can work 
out the answer to the following brain teaser... 


What is the AVERAGE mark of all the games we've Recommended 
rounded up to the nearest whole number? 


this month 


postcard or back of a sealed envelope to the 


following 


Answers, as the cliche goes 
address: Recommended Compo 1, THE ONE, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3AU. And remember to be snappy with your entries, as it's the first ten we receive 
which'll win a software prize! Good luck! I 


sed 

for 


od 

Man 


Space Crusade 


Publisher 
Issue Reviewed 
Memory 
Price 


Gremlin 
April 1992 
512K 
£25.99 


89 % 


87 % 


Titus the Fox 


Space Crusade is actually one board game that 
deserved to be computerised. It removes all the fiddly 
moving plastic figures about business that made the 
cardboard version a chore to play. The isometric 
combat sections add to the already tense atmosphere 
and make this game a highly enjoyable experience. 


Troddlers 

Publisher Storm 

Issue Reviewed October 1992 

Memory 512K 

Price £25.99 

A puzzle game which is firmly Lemmings influenced, 
Troddlers adds to the DMA classic by introducing a 
number of different level objectives. If anything it 
owes a little more to Solomen s Key than Lemmings 
with its emphasis on block manipulation as a means 
to guiding the Troddlers to the level exit. 

Vroom 

Publisher Lankhor 

Issue Reviewed April 1992 

Memory 512K 

Price £19.99 

Sadly overlooked in the hoo-har over F1GP, Vroom 
(which came out a little earlier than the MicroProse 
game) is an exciting polygon-based racer that makes 
up for what it lacks in depth with a nifty turn of speed 
and huge fun factor. And a nice touch is you can even 
see your hands turning the steering wheel for once. 


85 % 


91 % 


89 % 


87 % 


Wizkid 

Publisher Ocean 

Issue Reviewed June 1992 

Memory 512K 

Price £25.99 

Without a doubt the best game that Ocean has 
released in a long while, Wizkid also happens to be 
its most original (all thanks to those crazy funsters at 
Sensible Software). On the surface it looks like a 
simple Breakout-inspired arcade game, but there is in 
fact a wacky arcade adventure lurking beneath. Fun! 


92 % 


87 % 


Publisher 


Titus 


Issue Reviewed April 1992 
Memory 512K 

Price £25.99 

Another platform game with Sonic overtones that 
certainly hits the mark, Titus is a huge and original 
game with some unique features (the Magic Carpet in 
particular). Extremely fast and furious, although the 
size of the levels is offset by the occasional paucity of 
baddies actually patrolling them. 


Ultima VI 
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Publisher Origin 

Issue Reviewed June 1992 
Memory 1Mb 

Price £31.99 

The latest (and possibly the last, on Amiga at least) in 
the long line of quality RPGs, Ultima VI is by far the 
best of the series, boasting attractive if diminutive 
graphics, incredibly involved plotlines and buckets of 
atmosphere. Not everybody's cup of tea but an 
impressive farewell (?) to say the least. 


Wing Commander 


Publisher 


Origin 


Issue Reviewed November 1992 
Memory 1Mb 

Price £29.99 

It's the PC-to-Amiga conversion no-one thought we'd 
ever see, but here it is and it's not half bad. It's got 
everything the PC version had and is thus just as 
impressive. Although the 3D can be sluggish at times, 
the superb feeling of actually taking part in a big space 
campaign pulls you through the occasional lulls. 


Publisher 


Gremlin 


Issue Reviewed October 1992 
Memory 1Mb 

Price £25.99 

Gremlin certainly cooked up a character to rival even 
Mario and Sonic in this 'tribute' to the sad consoles. 
Fast, furious and manic in every way, Zool is a 
statement to industry that the Amiga can perform as 
well as the plastic slabs - and better! There's nothing 
like Zool to impress your mates. 



































Can you believe that it's nearly Christmas again? Actually, here at The One, we 
can because we know what s going to be in the next issue and - by crikey! - it's 
got to be the best present you'll be getting this year. Just cast your eyes over 

this little lot... 


A SPECIAL CHRISTMAS GIFT! 

ue, we've got a little something up our sleeves that'll kc 


The One team take a step back and and review what happened on the Amiga 
games 'scene' over the last twelve months. All the major software companies 
will be quaking in their festive boots as we hold a special games ceremony to 
rival the Hollywood Oscars in which we award gongs to the goodies and 

brickbats to the baddies. 


^CHRISTMAS REVIEWS BONANZA! 


Street Fighter 2, Desert Strike, The Chaos Engine and Gunship 2000 are just a 
few of the definites up for review next month, and there will be plenty more 
besides. So don't stuff your list to Santa up the chimney until you've seen our 
definitive low-downs! After all, you know The One to trust. 

* m *" «ip m m si «n ,«s 


- January Issue oh sale December 21sf 
It's like Christmas coming four days early 
















OUT NOW FOR 
PC, AMIGA 

AND ATARI ST! 











LICENSED PRODUCT 


Urn • Once again, the WWF* Superstars unite for the Grand European Rampage* Tour. 

‘ ff- ij Join your favo U ritesjHlll(iH«pil**Jll l tiilll«l l leWll!riril®ir 

and many more, as they travel across Europe to square off in the ring i 
against tag teams like NcitorciI Discisters 
- mm* Mpppi ' and the NciSfy Boys. 

DI CT AMIfi A Watch them in the Squared Circle. Follow them to the Grand Finale Match at 
il\lfMplw Mill* wM Madison Square Garden in New York City. 

PC &WMPATIBLES Test your strength and skill. Work with your team-mate to 

nlim^Tvnt LA achieve the ultimate goal - the 

QlPgj^K t O^f European Rampage* Tag Toctm Titlo. 

SOFTWARE LIMITED . 2 CASTEL STREET .CASTLEFIELD . MANCHESTER . M3 4LZ TELEPH0NE:061 832 6633 . FAX: 061 834 0650 
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Letha! 

Mansell, Campaign, M 
Game, Rampart, No Se 
Zool, Wizki 
PLUS! Richard Jose| 
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■ Elf EDI 

What, no disk? 

■ CVEn! 

Ask the newsagent! | 
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